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TO 


THE RIGHT HONOURABLE 

LORD HENRY SEYMOUR. 


MY LORD, 

Allow me to express my thanks for 
yonr Lordship’s condescension, in permitting me 
to place the present work under the protection 
of a Chess Player so eminently skilled in the 
game as your Lordship. 

My object has been to facilitate the know¬ 
ledge of this celebrated game, and to increase 
the number of its admirers and good players:— 
if I should be thought, by your Lordship, to 
have succeeded in my effort, I shall be amply 
gratified. 

I have the honor to be, 
my Lord, 

your Lordship’s most humble, 

and most obedient Servant, 
W. LEWIS. 

Ntmau Street, Soho, 

March, 1819. 
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PREFACE. 


Greco has been justly celebrated as a first-rate 
player, and his work is considered by good judges as 
exhibiting great skill and ingenuity, and abounding 
with brilliant and instructive situations. It has been 
for some years rather scarce; I have, therefore, thought 
it would be rendering no unacceptable service to the 
amateurs of Chess, to publish a translation of it with 
such improvements as I was. capable of making, and 
which the work seemed to me to require. 

With this view I have examined all the games very . 
attentively, and where it has appeared to me that either 
party plays inaccurately, I have suggested other moves 
in notes at the bottom of the page. These notes will 
be found very numerous, and I hope may prove of 
service, not only to beginners, but even to those who 
are moderately skilled in the game. 

It does not often happen that Greco’s method of 
attacking can be much improved, for in that part of 
the game he is eminently skilful, but the like praise 
cannot be given to his system of defence; it must, in¬ 
deed, be evident that as most of his games are won by 
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brilliant moves, the defence is necessarily imperfect. 
This is, however, not the only fault in his work; in many 
of his games the attack is founded on bad play, the party 
who wins making the first bad move, which succeeds 
only because his adversary plays worse : it is, there¬ 
fore, frequently dangerous to adopt his attack, because 
the adversary by playing correctly would have the best 
of the game ; this is, however, far from being the case 
in all his games, in his gambits, particularly, the second 
player generally makes the first mistake. 

Greco has paid but little’ attention to the arrange¬ 
ment of his games. I have endeavoured to remedy 
this by classing together those games which have simi¬ 
lar openings, so that they may the more easily be re¬ 
ferred to. 

Instead of distinguishing each chapter in Greco as 
a separate game, I have preferred calling many of 
them (what, in fact, they are) variations of a preceding 
game: the moves, as far as the commencement of the 
variation, are printed in italics, or the position of the 
pieces shown on a diagram. 

In order to publish the work at a moderate price, 
it has been printed in double columns, with a small but 
neat type, so that it contains, at least, as much as many 
Chess books of double the size; the abbreviations used 
are chiefly in the names of the pieces: thus, K. stands 
for King; Kt. for Knight; Q. for Queen, &c. &c. 

Throughout the work the second person is used to 
denote the player of the White, and the third person 
the player of the Black pieces. 


Digitized by v^ooQle 



Vll 

The following account of Greco is chiefly extracted 
from Mr.Twiss’s entertaining work entitled 11 Chess.” 

Gioachino Greco, commonly called the Cala- 
brohy from Calabria, the place of his birth, was of very 
low extraction. Having accidentally learned the game 
of Chess, he improved so rapidly that Don Mariano 
Marano, a celebrated player, being informed of his 
aptitude for Chess, took him to his house, and, under 
his tuition, Greco improved so much as nearly to equal 
his master. 

The following account of him is given by Bayle in 
his Dictionary. 

“ Gioachino Greco played at Chess so skilfully 
that it cannot be thought strange that I consecrate to 
him a little article. All those who excel in their pro¬ 
fession to a certain degree, deserve that distinction. 
This player did not find his match any where. He 
went to all the courts in Europe, and signalized him¬ 
self there at Chess in a most surprising manner. He 
found famous players at the court of France, such as 
the Duke of Nemours, Mr. Arnaud, Chaumont, and 
La Salle; but though they pretended to know more 
than others, none of them were able to play with him, 
nor could they cope with him altogether. He was at 
Chess a bravo, who sought in all countries some fa¬ 
mous knight with whom he might fight and break a 
lance, and he found none whom he did not overcome.” 

This is certainly an exaggerated account of his 
skill, as we know from Salvio that he was rather in¬ 
ferior to Marano and other Italian players. 
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In the Mercure Galant for June, 1683, appeared 
the following lines addressed to Greco on his skill in 
Chess. 

“ A peine dans la carri&re 
• Contre moi tu fais un pas, 

Que par ta demarche fifere, 

Tous mes projets sont & bas: 

Je vois dfes que tu t’avances, 

C^der toutes mes defenses, 

Tomber tous mes champions j 
Dans ma resistance vaine, 

Roi, Chevalier, Roc et Reyne, 

Sont moindre que tes Pions.” 

The first English edition of Greco was published 
in London by Herringman, in 1656; it is very im¬ 
perfect. 

In 1750 another edition, in 24mo, was published, 
entitled, u Chess made Easy, or the Games of Gio- 
achino Greco the Calabrian, with additional games 
and openings, illustrated with remarks and general 
rules. The whole so contrived, that any person may 
learn to play in a few days without any farther assist¬ 
ance.” Let not any one be led, by this promising title, 
to suppose that so difficult a game as Chess is to be 
learned in a few days; considerable practice is neces¬ 
sary to form even a moderate player, but to become a 
first rate player, genius and much study are indispen¬ 
sable requisites. 

This edition has a print as a frontispiece copied 
from a very fine one in small folio, from a picture of 
the same size by C. D. Moor, it represents an old man 
and a young one sitting and playing at Chess; a man 
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standing with a wine glass in his hand overlooking 
them ; a guitar hangs against the wainscot; the dresses 
and furniture are such as were in use in the sixteenth 
century. 

The additional games and openings mentioned in 
the title are chiefly from Philidor. 

In 1752 a French edition of Greco was printed in 
London; it does not differ materially from the Paris 
edition. 

Greco died in the East Indies at an advanced age. 
Many of his games have been copied by succeeding 
writers, and his skill in attacking has been very gene¬ 
rally admired by those authors who have mentioned 
him. 

I cannot conclude without expressing a hope that 
the present work may prove serviceable to the young 
Chess-player, and not undeserving the attention even of 
the scientific amateur; my earnest desire has been to 
facilitate the knowledge of a game to which I have 
devoted the greater part of my leisure hours. 
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EXPLANATION 


OF THX 

iFfgttre* use* fa t&e Diagrams. 


White. 

Black. 

& 

ik K' n g- 

# 

# o„«„. 

1 

H Rook. 

A 

i jfoi Bishop. 

H 

Knight. 

-& 

A Pawn. 
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GRECO 


ON 

THE GAME OF CHESS. 


jpfrst ©amt.* 


WHITE. 

1. K. P. two squares 

2. K. Kt. to K. B. third square 

3. K. B. to Q. B. fourth sq. 

4. Q.B.P. one square 

5 . Q. P. two squares 

6. Q. B. P. takes P. J 

7. Q. Kt to Q. B. third sq.§ 


BLACK. 

1. K. P. two squares 

2. Q. Kt. to Q. B. third sq. 

3. K. B. to Q. B. fourth sq. 

4. K. Kt. to K. B. third sq.f 

5. K. P. takes P. 

6. K. B. checks at adv. Q. Kt. 

fourth square 

7. K. Kt. takes K. P. 


* The attack in this game and the variations, after the Black’s ninth* 
move, is remarkably well played. 

t This move is generally played, it is not in my opinion equal to Q. to 
K. second square. 

} Instead of this move you should play K. P. one square. 

$ It would be better to play Q. B. to Q. second square, and if Black 
take it, you must take K. B. with Q. Kt. defending the K. P. Black would, 
however, then have at least as good a game as the White by advancing the 
Q. P. two squares. 

B 


Digitized by v^ooQle 



2 


WHITE. 

8. K. castles 

9. Q. Kt. P. takes Kt. 

10. Q. to Q. Kt. third square]; 

11. K. fi. takes K. B. P. and 

checks 

12. Q. B. to adv. K. Kt. fourth 

square 

13. K. Kt. to adv. K. fourth 

square || 

14. K. B. to adv. K. Kt. third 

square 

15. Q. to K. B. third square 

and checks 

16. K. B. takes Q. B.^f 

17. K. B. to adv. K. third sq. 

checking with the Q. 

18. Q. B. takes K. B. 

19. Q. takes P. and checks 

20. Q. checkmates at adv. K.B. 

second square. 


BLACK. 

8. K. Kt. takes Q. Kt.* 

9. K. B. takes P.f 

10. K. B. takes Q. R.§ 

11. K. to K. B. square 

12. Q. Kt. to K. second square 

13. K. B. takes P. 

14. Q. P. two squares 

15. Q. B. to K. B. fourth sq. 

16. K. B. takes K. Kt.** 

17. K. B. to its third square 

18. K. Kt. P. takes Q. B. 

19. K. to his square. 


* Black ought to take the Kt. with the K. B. and then play Q. P. two 
squares or castle. 

t It would be better to remove the K. B. to K. second square, or to play 
Q. P. two squares, 

X This move decides the game in your favour; none but a good player 
would leave the Book en prise of the B.; the attack is, however, irre¬ 
sistible. 

$ In a variation the B. takes Q. P. 

|| K. R. to K. square would also win the game. 

% This move shews bow much better it was on the fourteenth move to 
play the K. B. to adv. K.Kt. third than to adv. K. R. fourth square. 

** If he were to move the K. to his square, you must check with K. B. 
at his K. Kt. third square, and then checkmate with Q« at his K.B. second 
square. 
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FIRST VARIATION, 

BEGINNING AT THE THIRTEENTH MOVE OF THE BLACK. 





WHITE. BLA<fK. 

13. Q. P. two squares 

14. Q. to K. B. third square 14. Q. B. to K. B. fourth sq. 

15. K. B. to adv. K. third sq. 15. K. Kt. P. one square * 

16 . Q. B. to adv. K. R. third 16. K. to his square. 

square and checks 

17. K. B. checkmates at adv. 

K. B. second square. 

* If Black instead of this move were to play K. R, P. one square, you. * 
must take his Q. B. with K. B. &c. 
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SECOND VARIATION, 

BEGINNING AT THE TWELFTH MOVE OF THE BLACK. 

Itasitum of t %t Viem. 



WHITE. 


13. Q. to Q. R. third square 

and checks 

14. Q. B. takes Q. 

15. K. R. takes K. B. 


BLACK. 

12. Q. Kt. takes P. at adv. Q. 

fourth square * 

13. K. takes K. B. 

14. K. R. takes Q. B. 

15. Q. Kt. to adv. Q. B. second 

square t 


* This is a vtry bad move, as it evidently causes the loss of the Queen, 
t .This is also very , bad play, as he loses the Kt. immediately. 
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WHITE. BLACK. 

16 . Q. to Ql Kt. third square 16 . K. tb K. B. square. 

and checks 

17 . Q. takes Q. Kt. and will 

win. 


THIRD VARIATION, 

BEGINNING AT THE TENTH MOVE OF THE BLACK. 


1 . K. P. two squares 

2 . K. Kt. to K. B. third square 
8 . K. B. to Q. B. fourth sq. 

4. Q. B. P. one square 

5. Q. P. two squares 
.6, Q. B. P. takes P. 

7. Q. Kt. to Ql B. third square 

8 . K. castles 

Q. Q. Kt. P. takes Kt. 

10 . Q. to Q. Kt. third square 

11 . K. B. takes K. B. P. and 

checks 

12 . Q. B. to adv. K. Kt. fourth 

square 

13. Q. R. to K. square * 

14. K. B. to adv. K. R. fourth 

square 

15. K. Kt. to adv. K. fourth sq. 

16. Q. R. takes Kt. 


1 . K. P. two squares 

2 . Q. Kt. to Q. B. third square 

3. K. B. to Q. B. fourth sq. 

4. K. Kt. to K. B. third square 

5. K. P. takes P. 

6 . K. B. to adv. Q. Kt. fourth 

square and checks 

7. K Kt. takes K. P. 

8 . K. Kt. takes Q. Kt. 

9 . K. B. takes P. 

10 . K. B. takes P. 

11 . K. to K. B. square 

12 . K. B. to its third square 

13. Q. Kt. to K. second sq.f 

14. Q. Kt. to K. Kt. third sq.J 

15. Q. Kt. takes Kt. 

16. K. Kt. P. one square 


* This is a very good move, as it confines the adversary’s pieces, 
t If he play K. B. to K. second square. White may take the K. B. with 
Q. R. and then play K. R. to K. sqtiare. 

t In the fourth variation he moves Q. P. two squares. 
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WHITE. 

17 * Q. B. checks at adv. K. R. 
third square 

18. Q. R. checks at adv. K. B. 
fourth square 

19* Q. to adv. K. B. second sq. 
and checkmates. 


BLACK. 

17. K. B. interposes 

18. K. Kt. P. takes Q. R. * 


FOURTH VARIATION, 

BEGINNING AT THE FOURTEENTH MOVE OF THE THIRD V ARIAT ION. 


Votfftton of tjeftei. 



$ If be play K. to K. second square, you roust check with K. R. and 
afterwards checkmate with Q. at his Q. fourth square. 
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WHITE. BLACK. 

14. Q. P. two squares 

15. Q. R. takes Q. Kt 15. K. tikes Q. R.* (Or A) 

16. K.R. to K. sq. and checks 16 . K. to K. B. square (Or B) 

(Or C) 

17. Q. to Q. Kt fourth square 17. K. to K. Kt square. 

and checks 

18. R. to adv. K. square checks, 
wins the Q. and the game. 


(Or A) 

15. Q. takes R. 

16. K. R. to K. square 16 . Q. to Q. second sq. (Or D) 

17. Q. to Q. Kt. fourth square 17. K. to K. Kt square, f 

and checks 

18. K. R. to adv. K. sq. checks, 

wins the Q. and the game. 


(Or B) 

16 K. to Q. second square. 

17 . 0. takes Q. P. and check¬ 
mates. 


* If the Black take the R. with the B. you most take the B. and then 
play R. to K. square. 

t If the Q. interpose at her third square^ White will checkmate with 
the R, 
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(Or C) 

Volition of tf)e ^iem. 



WHITE. BLACK. 

16. K. to Q. third square 

17. Q. B. to K. B. fourth sq. 17. K. to Q. B. third square 

and checks 

18. R. to Q. B. sq. and checks 18. K. to Q. second square 

19. Q. takes Q. P. and checks 19. K. to K. second square. 

20. Q. to adv. K. B. second sq. 

and checkmates. 
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(Or D) 

Sosition of fye |>i'eres. 



WHITE. 

17- K. Kt. to Q. fourth square 

18. Kt. takes Q. B. and checks 

19. Q. takes Q. P. 

20. Q. to Q. Kt. third square 

21. Kt. takes K. B. and checks 

with the Q.* 


BLACK. 

16. Q. B. to K. third square 

17. K. B. takes Q. B. 

18. K. to K. Kt. square 

19. Q. B. P. one square 

20. Q. to K. B. third square 

21. K. to K. B. square 


* Instead of this move, yon ought to play the Kt. to adversary's Q. 
square, and Blaek would be checkmated in two moves. 

C 
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WHITE. BLACK. 

22. Q. to Q. Kt. fourth square 22. K. to K. Kt. square 

and checks 

23. K. B.*to adv. K. B. second 23. Q. takes K. B. 

, square and checks 

24. Kt. takes Q. and will win. 


Jbetontt (Same. 


1. K. P. two squares 

2. K. Kt. to K. B. third square 

3. K. B. to Q. B. fourth square 

4. Q. B. P. one square 

5. Q. P. two squares 

6. Q. P. takes K. P. 


1. K. P. two squares 

2. Q. Kt. to Q. B. third sq. 

3. K. B. to Q. B. fourth sq. 

4. K. Kt. to K. B. third sq. 

5. K. B. to Q. Kt. third sq.* 

6. K.Kt.takes K.P.f 


* Black loses the game by this move, he ought to have taken the Q. P. 
t Black has three other ways of playing, viz. 

No. 1. K. Kt. to K. It. fourth square 

2. K. Kt. to adv. K. Kt fourth square 

3. K. Kt. to its square. 

No. 1. 

6. K. Kt. to K. R. fourth square 

7. K. B. takes K. B. P. and checks 7. K. takes K. B. 

8. K. Kt. to adv. K. Kt fourth sq. 

and checks. 

If Black play the K. to K. Kt. third- square. White will speedily 
the game by playing Q. to K. Kt. fourth square; if Black play the K 
K, Kt. square he will be checkmated in two moves, and if he play the 
elsewhere, White will take the Kt. and have the best of the game. 
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WHITE. BLACK. 

7 . Q. to adv. Q. fourth square 7 . K. Kt. takes. K. B. P. 

8. Q. takes K. B. P. and checkmates, but if the Black had not 

taken the K. B. P. he would not have been checkmated, but 
would have lost only the Kt. 

No. 2. 

6. K. Kt to adv. K, Kt. fourth sq. 

7. K. B. takes K. B. P. and checks. 

If Black K. take the B. White will check with the Kt and then take 
K. Kt., therefore, 7. K. to K. B. square 

8. Most authors on Chess recommend the White hi this situation to castle, 

I do not however think it the best move, as the Black may then take 
the K. B. P. with the Kt. and if the White exchange the R. for the 
Kt and B., Black may take the K. B. with safety; I am of opinion, 
that the White, instead of castling, should play 

Q. B. to adv. K. Kt fourth sq. 8. K. B. takes K. B. P. and checks 

(Or A) 

9. K. to K. second square 9. Q. Kt. to K. second square 

10. Q. to Q. Kt. third square 10. Must remove the K. B. in order 

not to lose a piece by White’s 
advancing K. R. P. one square. 

11. K. B. to adv. K. R. fourth sq. and wins a piece with a very power¬ 
ful attack. 

(OrA) 

8. K. Kt takes K. B. P. 

9. Q. to Q. Kt third square 9. Q. Kt. to K. second square 

10. K. B. to adv. K. R. fourth sq. 10. K. Kt. P. one square 

11. K. R. to K. B. square 11. P. takes K. B. 

12. K. Kt. to Q. fourth square 12. K. B. takes Kt. 

13. R. takes B. and will afterwards take the Kt. and have decidedly the 
best of the game. 

No. 3. 

6. K. Kt. to its square 

7. Q. B. to adv. K. Kt. fourth sq. 

If Black interpose the K. B. P. White will take the P. with the 
P. and Black being obliged to take with the K. Kt. P. will evidently have . 
a bad position with a Pawn less; if he play Q. Kt. to K. second square. 
White will gain a Pawn by playing Q. to Q. Kt. third square j the best 
move for the Black is K. Kt. to K. second square, White has notwith¬ 
standing much the best of the game. 
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'SE&frtf (Same. 


WHITE. 

1. K. P. two squares 

2. K. Kt. to K. B. third sq. 

3. K. B. to Q. B. fourth sq. 

4. Q. B. P. one square 
5* K. castles. 

6. Q. P. two squares 

7. Q. B. to adv. K. Kt. fourth 

square 

8. Q. B. to K. R. fourth sq. 

9. K. Kt. takes K. Kt. P. 

10. Q. to adv. K. R. fourth sq. 

and checks 

11. Q. B. takes P. 

12. K. B. to adv. K. third sq. 

and checks J 

13. Q. to adv. K. sq. and checks 

14. Q. P. one sq. and check¬ 

mates. 


BLACK* 

1. K. P. two squares 

2. Q. Kt. to Q. B. third sq. 

3. K. B. to Q. B. fourth sq. 

4. Q. to K. second square 

5. Q. P. one square 

6. K. B. to Q. Kt. third sq. 

7. K. B. P. one square • 

8. K. Kt P. two squares f 
g. P. takes K. Kt. 

10. K. to Q. second square 

11. Q. to K. Kt. second square 

(Or A) 

12. K. takes K. B. 

13. K. Kt. interposes. § 


(Or A) 

11. Q. to K. B. square 

12. K. B. to adv. K. B. second 12* K. P. takes Q. P. (Or B). 

square 

13. Q. to K. Kt. fourth square 

and checkmates. 

* It would be better to play K. Kt. to K. B. third square, 
t This appears to be a good move; it is however very exceptionable, as 
it enables the White to obtain a very strong attack by sacrificing the K Kt. 
1 This is a very skilful move. 

$ It is of no consequence which piece interposes. 
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(Or B) 

Votitron of tie Vtore. 



WHITE. 

13. Q. P. takes K. P. 

14. R. to Q. square and checks 
15*. K. B. to adv. K. square and 

checks 

16. Q. B. to K. third sq. and 

checks 

17. Q. Kt. P. one square and 

checkmates. 


BLACK. 

12. Q. Kt. to K. second square 

13. Q. P. takes P. (Or C) 

14. K. to Q. B. third square 

15. K. to Q. B. fourth square 

16. K. to adv. Q. B. fourth sq. 
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(Or C) 

. VMition of t|e View. 



WHITE. BLAC*. 

IS. K. R. P. one square 

14. Q. B. to K. R. fourth sq. 14. K. R. to its second square 

15. Q. P. one sq. and checks 15. K. to Q. B. third square 

(OrD). 

16. K. B. to adv. K. square, 

checks, and wins the Q. 
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(Or D) 

Volition of tile tyitm. 



WSltfe. BLACK. 

15. K. to Q. square 

16 . K. P. one square 16. Q. P. one square 

17. Q. to K. B. third square 17. Q. B. P. oiie square 

18. Q. B. P. one square 18. K. to Q. second square 

19. Q. to Q. R. third square 19. K. to Q. Kt. square (Or E) 

20. K. B. takes K. Kt. 20. Q. takes B. 

21. Q. B. takes Kt. and will 

win the game. 
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(Or E) 

ftoottum of tfje yiete*. 



WHITE. 

20. P. takes Q. P. 

21. Q. to Q. third square 

22. Q. takes Kt. 

23. P. to adv. K. second square 

24. Q. to adv. Q. third square 

and checkmates. 


BLACK. 

19. Q. B. P. one square 

20. Q. Kt. takes P. (Or F) 

21. R. takes K. B. 

22. K. R. to adv. K. B. fourth 

square 

23. Kt. takes P. 
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(Or F) 

9o*itioit of tje pieces. 



WHITE. BLACK. 

20. Q. Kt. to K. B. fourth sq. 

21. Q. B. to K. Kt. third sq. 21. Q. Kt. takes Q. B. 

22. Q. takes Q. Kt. 22. K. R. to K. Kt. second sq. 

23. Q. to Q. Kt. third square 23. K. R. P. one square 

24. P. to adv. K. second square 24. Q. takes K. B. (Or G) 

25. P. to adv. Q. third square 25. K. to Q. second square * 

and checks 

* If the Black play the K. to Q Kt. square, White would exchange 
Queens, and then advance the P. to Queen. 

D 
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WHITE. BLACK. 

$6. Q. to adv. Q. Kt. fourth 26. K. to his third square 
square and checks 

27- P. one square, becomes a Q. 27. Q. takes Q. 
and checks 

28. Q. takes Q., checks, and will win the game. 


(Or G) 

Votfitton of tf)e 9iem. 


24. KU takes P. 

25. P. to adv. Q. third square 25. 'K. to Q. second square 

and checks 

26. Q. to adv. K. third square 26. K. to Q. square 

and checks 



Digitized by Google 










19 


WHITE. 

27. P. takes Kt. and checks 

28. R. to Q. square and checks 

29. Q. takes Q. and checks 

30. K. B. takes P. at adv. K. R. 

fourth square 

31. K. B. to its third square 

32. B. takes B. 

33. K. Kt. P. one square 

34. K. B. P. two squares and wil 


BLACK. 

27. Q. takes P. •> 

28. Q. B. to Q. second square 

29. K. takes Q. 

30. Q. R. to K. Kt. square 

31. Q. B. to its third square 

32. P. takes B. 

33. R. to K. Kt. fourth square, 
win. 


FIRST VARIATION, 

BEGINNING AT THB TENTH MOVE OF THE BLACK. 


1. K. P. (wo squares 

2. K. Kt. to K. B. third square 

3. K. B. to Q. B. fourth sq. 

4* Q. B. P. one square 

5. K. castles 

6. Q. P. two squares 

7. Q. B. to ado. K. Kt. fourth 

square 

8. Q. B. to K. R. fourth sq. 

9* K. Kt. takes K. Kt. P. 

10. Q. to ado. K. R. fourth sq. 

and checks 

11. Q. B. takes P. 

12. Q. to adv. K. R. third sq. 

13. K. B. P. two squares 

14. K. P. one square 

15. K. to K. R. square 

16 . P. takes K. Kt. 


1. K. P. two squares 

2 . Q. Kt. to Q. B. third square 

3. K. B. to Q. B. fourth sq. 

4. Q. to K. second square 

5. Q. P. one square 

6 . K. B. to Q. Kt. thirdsquare 

7 . K. B. P. one square 

8. K. Kt. P. two squares' 

9. P. takes Kt. 

10. K. to Q. square 

11. K. Kt. to K. B. third sq. 

12. K. R. to K. B. square 
13# K. P. takes Q. P. 

14. P. takes Q. B. P. and 

checks with K. B. 

15. P. takes Q. Kt. P. 

16. P. takes Q. R. and becomes 

a Q. (Or A) 
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WHITE. 


BLACK. 


17. P. takes Q. and checks 17. Kt. takes P. 

18. Q. takes K.R. and checks 18. K. to Q. second square 

19. K. B. to adv. Q. Kt. fourth 19. Q. Kt to Q. B. third sq.* 

square and checks 

20. Q. to adv. K. second square and checkmates. 


(Or A) 

®osntum of tje $ itm- 



* If lie interpose the Q. B. P. you should take the Kt. with the Q. and 
if he play 

19. K. to Q. third square 

20. K. to K. square and checks 20. K. to Q. fourth square 

21. Q. to adv. K. B. second square 21. K, to Q.B. fourth or to adv. Q. 

and checks fourth square. 

22. Q. to Q. B. fourth square and checkmates. 
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WHITE. BLACK. 

16. R. takes P. 

17. Q. takes R. 17. P. takes Q. R. and becomes 

aQ. 

18. Q. takes Q. at Q. R. sq. 18. K. B. to adv. Q. fourth sq. 

19* Q- B. takes Q. and checks lg. K. takes Q. B. 

20. Q. Kt to Q. B. third square and will win. 


SECOND VARIATION, 

BEGINNING AT THE TENTH MOVE OF THE BLACK. 

1. K P. two squares 1. K P. two squares 

2. K. Kt. to K B. third sq. 2. Q. Kt. to Q. B. third sq. 

3. K. B. to Q. B. fourth sq. 3. K B. to Q. B. fourth sq. 

4. Q. B. P. one square 4. Q. to K. second square 

5. K. castles 5. Q. P. one square 

6. Q. P. two squares 6. K. B. to Q. Kt. third square 

7« Q. B. to ado. K. Kt. fourth 7. KB. P. one square 

square 

8. Q. B. to K. R. fourth sq. 8. K Kt. P. two squares 

9. K. Kt. takes K Kt. P. 9. P. takes Kt. 

10. Q. to adv. K R. fourth sq. 10. K. to K. B. square 

and checks 

11. Q. B. takes P. 11. Q. to K. square 

12. Q. to K. B. third square 12. K. to K. Kt. second square 

and checks 

13. K. B. takes K. Kt 13. R. takes K. B. (Or B). 

14. Q. to adv. K. B. third square and checkmates. 
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(Or B) 

Volition of tie |taceo. 



WHITE, BLACK. 

13. K. takes K. B. 

14. Q. P. one square 14. Q. Kt. to K. second square 

15. Q. B. to adv. K. B. third sq. 15. Q. to K. B. second square 

16. Q. Kt. to Q. second square 16. K. R. P. one square 

17. Q. B. takes K. R. 17. Q. takes Q. 

18. Q. Kt. takes Q. 18. K. takes Q. B. 

19. K. R. P. one square * 19. Q. B. to Q. second square 

SO. Q. B. P. one square 20. K. B. to adv. Q. fourth sq.t 

* The object of this and the next move of the White is to confine the 
adversary’s Q. B. 

t This is not a good move, it would be better to bring the R. into play. 
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WHITE. 

21. Q. Kt. takes K. B. 

22. Q. R. to Q. square 

23. K. B. P. two squares 

24. K. P. one square 

25. P. takes P. 

26. R. takes R. 

27. P. to adv. K. third square 

28. P. to adv. Q. third square 

29. P. to adv. Q. second square 

30. P. to adv. K. second square 

31. P. one square becomes a Q< 


BLACK. 

21. P. takes Q. Kt. 

22. Q. B. P. two squares 

23. Q. R. to K. B. square 

24. P. takes P. 

25. R. takes R. and checks 

26. K. to K. Kt. second square 

27. Q. B. to K. square 

28. Q. Kt. to Q. B. third sq. 

29. Q. B. to K. Kt. third $q.» 

30. Kt. takes P. 
and will win. 


Jpourtfi (Same. 


1. K. P. two squares 

2. K. Kt. to K. B. third sq. 

8. K. B. to Q. B. fourth sq. 

4. Q.B.P. one square 

5. Q. P. two squares 

6. P. takes P. 

7. Q. Kt. to Q. B. third sq. 

8. K. castles 

9* P. takes K. B. 

10. K. R. to K. square 

11. K. R. takes K. Kt and 

checks f 


1. K. P. two squares 

2. Q. Kt. to Q. B. third sq. 

3. K. B. to Q. B. fourth sq. 

4. Q. P. one square 

5. P. takes P. 

6. K. B. to adv. Q. Kt fourth 

square and checks 

7. K. Kt. to K. B. third sq. 

8. K. B. takes Q. Kt. 

9. K. Kt takes K. P. 

10. Q. P. one square 

11. P. takes K. R. 


* Black should take the Pawn with the Q. B , you would however, 
even then, easily win the game. 

t It would be better to take the P. with K B. and then play K. Kt. to 
adv. K. Kt. fpurth square, and afterwards K. B. P. one square. 
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WHITE. 

12. K. Kt. to adv. K. Kt. fourth 

square 

13. Q. to adv. K. R. fourth sq. 

14. K. Kt. takes K. B. P. 

15. K. Kt. takes K. R. P. and 

checks 

16. K. Kt. to adv. K. B. second 

square and checks 

17* Q. to adv. K. R. square and checkmates. 


BLACK. 

12. K. castles * 

13. K. R. P. one square 

14. Q. to K. B. third sq. (Or A) 

15. K. to K. R. square 

16. K. to JK. Kt. square 


(Or A) 

Volition of tIje Viecos. 



* Castling is not good play, it would be better to move Q. to K. second 
square. 
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WHITE. BLACK. 

14. K. R. takes K. Kt. 

15. K. B. takes K. R. and 15. K. to K. B. square (OB) 

checks (O C) 

16. Q. B. to Q. R. third square 16. Q. Kt. to K. second sq. 

and checks 

17. K. B. to Q. Kt. third sq. 17. Q. to K. square 

18. Q. to adv. Q. fourth square 18. Q. B. P. two squares 

19. Q. B. takes P. 19. Q. R. P. one square. 

20. Q. to adv. K. Kt. square and checkmates. 


(Or B) 


Vogttum of tie $tece0. 



h 
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WHITE. BLACK. 

15. K. to K, R. second square 

16. Q. B. takes K. R. P. 16. P. takes Q. B. 

17. Q. to adv. K. Kt. third sq. 17. K. to K. R. square. 

and checks 

18. Q. takes K. R. P. and checkmates. 


(Or C) 

See the preceding Diagram, 

15. K. to K. R. square 


16. Q. B. takes K. R. P. 

17. Q. B. takes K. Kt. P. and 

checks 

18. Q. to adv. K. Kt third sq. 

and checks 

' 19. K. B. to Q. Kt. third sq. 
90. Q. to adv. K. Kt sq. and 
checks 

21. Q. takes Q. B. 

99. R. to K. square 

23. R. takes P. and will win. 


16. Q. B. to adv. K. Kt. fourth 

square 

17. K. takes Q. B. 

18. K. to K. B. square 

19. Q. to K. square • 

90. K. to his second square 

21. K. to Q. square 

22. K. P. one square 


ffianu. 


1. K. P. two squares 1. K. P. two squares 

2. K. Kt. to K. B. third sq. 2. Q. Kt. to Q. B. third sq. 

* If Black play Q. to her second square he will lose Q. R. 
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WHITE. 

3. K. B. to Q. B. fourth sq. 

4. Q.B.P. one square 

5. Q. P. two squares 

6. P. takes P. 

. 7* K. P. one square 

8. Q. P. one square 

9. Q. P. one square 

10. Q. to adv. Q. fourth square 

11. Q. B. takes K. Kt. 

12. Q. B. takes K. Kt. P. 

13. Q. to her second square 

14. Q. B. to adv. K. B. third s< 


BUCt 

3. K. B. to Q. B. fourth sq.' 

4. K. Kt. to K. B. third sq. 

6. P. takes P. 

6. K. B. to Q. Kt. third sq.* 

7. K. Kt. to its square + 

8. Q. Kt. to K. second sq. % 

9. Q. Kt. to Q. B. third sq. 

10. K. Kt. to K. R. third sq. 

11. K. R. to K. B. square 

12. Q. Kt. to adv. Q. Kt. fourth 

square 

13. K. R. to K. Kt. square, 
ire, wins the Q. and the game. 


FIRST VARIATION, 

BEGINNING AT THE NINTH MOVE OF THE BLACK. 


1. K. P. two squares 

2. K. Kt. to K. B. third square 

3. K. B. to Q. B.fourth sq. 

4. Q. B. P. one square 

5. Q. P. two squares 

6. P. takes P. 


1. K. P. two squares 

2. Q. Kt. to Q. B. third square 

3. K. B. to Q. B.fourth sq. 

4. K. Kt. to K. B. third square 

5 . P. takes P. 

6. K. B. to Q. Kt. third sq. 


* Black loses the game by this move, he ought to have checked with 
the K. B. 

t If instead of this move Black play Q. P. two squares, White must take 
the Kt., then play Q. P. one square, and afterwards check with the Q. at 
K. second square, &c* 

- 1 If he play the Q. Kt to Q. R. fourth square, you must remove the 
K. B. to Q. third square, he will then he forced (in order not to lose the 
Q. Kt by your advancing Q. Kt P. two squares) to play Q. B. P. two 
squares, you may then play Q. P. one square, and you will have an excellent 
game. 
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WHITE. BLACK. 


7. JT. P. one square 
8- Q. P. one jjMflre 

9. Q. P. one square 

10. P. takes P. 

11. Q. to ady. Q. fourth sq.* 

12. K. castles 

13. K. R. to K. sq. and checks 

14. Q. B. to adv. K. Kt fourth 

square 

15. Q. B. takes K. Kt. 

16. K. to K. B. square 

17. Q. B. to adv. K. Kt. fourth 

square 

18. K. takes K. B. 

19. K. Kt td K. R. fourth sq. 

20. Q. B. to adv. K. second sq. 

and checks 

21. Q. takes Q. 

22. Q. to adv. K. R. third squai 


7. K- Kt . to its square * 

8. Q. Kt. to K\ second square 

9. P. takes P. 

10. Q. Kt. to Q. B. third sq. 

11. Q. to K. B. third square 

12. K. Kt to K. R. third sq. 

13. K. to K. B. square 

14. Q. takes Q. Kt. P. (Or A) 

15. K. B. takes K. B. P. and 

checksf 

16. Q. to K. B. third square 

17. Q. to K. Kt third square 

18. Q. R. P. one square 

19. Q. to K. R. fourth square 
2p. K. to K. Kt. square 

21. K. Kt. P. one square 
and wins the game.} 


* White might also play Q. B. to adv. K. Kt. fourth square, and if 
Black play K. B. P. one square. White will speedily win the game by 
playing Q. to adv. Q. fourth sq.. Black must therefore instead of K. B. P. 
one square, play K. Kt to K. B. third square; White should then check 
with the Q. and afterwards castle. 

f If Black take the K. B. P. with the Q. White should play 

16. K. to K. R. square 16. Q. Kt to Q. square 

17. Q. B. takes K. Kt. P. and 17. K. takes B. 

checks 

18. Q. to adv. K. Kt. fourth square 18. K. to K, B. square 

and checks 

19. R. to adv. K. sq. and checks 19. K. takes R. 

20. Q. to adv. K. second square and checkmates. 

1 It would also be good play to move Q. B. to adv. K. B. third 
square* 
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(Or A) 

Vogitum of tfje $to*0. 



WHITE. 

15. Q. to her second square 

16. Q. Kt. to Q. B. third sq. 
17* Q. B. takes K. Kt. 

18. Q. takes P. and checks 

19. K. R. to adv. K. square ; 


BLACK. 

14. Q. to K. B. fourth square 

15. K. B. to Q. R. fourth sq. 

16. Q. Kt. P. one square* 

17. K. Kt. P. takes Q. B.t 

18. K. to K. Kt. square, 
checkmates. 


* Black has already a bad game, but this move makes it still worse j it 
would be better to play Q. to K. Kt third square, 
t This is a very bad move, he ought to play Q. B. 
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ffianu. 


WHITE. 

1* K. P. two squares 
2» Ki Kt. to K. B. third sq. 

3. K. B. to Q. B. fourth sq. 

4. Q. B. P. one square 

5. Q. P. two squares 

6. P. takes P. 

7. Q. B. interposes 

8. Q. B. takes K. B. 

9* K. B. takes K. B. P. and 
checks 

10. Q. to Q. Kt. third square 

and checks 

11. K. Kt. to adv. K. fourth 

square and checks 

12. Q. takes Q. Kt 

13. K. castles 

14. Q. to adv. Q. Kt fourth 

square 

15. Q. to adv. K. square and 

checks 

16 . Q. to adv. Q. B. third sq. 

17. Q. takes P. and checks 

18. Q. takes Q. and checkmates. 


BLACK. 

1. K. P. two squares 

2. Q. Kt to Q. B. third sq. 

3. K. B. to Q. B. fourth sq. 

4. K. Kt. to K. B. third sq. 

5. P. takes P. 

6. K. B. to adv. Q. Kt fourth 

square and checks 

7. K. Kt. takes K. P* 

8. Q. Kt takes Q. B. 

9. K. takes K. B. 

10. Q. P. two squares 

11. K. to K. Kt. square 

12. Q. to K. B. third square 

13. Q. B. P. two squares 

14. Q. Kt. P. one square + 

15. Q. to K. B. square 

16. Q. B. to Q. K. third square 
17* Q. to K. B. second square. 


• Instead of this move Black should take the B. and then play Q. P. 
two squares. 

t This is a very bad move, K. R. P. one square is much better. 
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S&bentii ffiamt. 


WHITE. 

1. K. P. two squares 

2. K. Kt. to K. B. third square 

3. K. B. to Q. B. fourth square 

4. Q. B. P. one square 

5. K. Kt. to adv. K. Kt. fourth 

square* * * § 

6. Q. P. one square 

7. K. R. P. two squares. 

8. P. takes P. 

9. Q. to adv. K. R. fourth squa 


BLACK. 

1. K. P. two squares 

2. Q. Kt. to Q. B. third square 

3. K. B. to Q. B. fourth square 

4. K. Kt to K. B. third square 

5. K. castles 

6. K. R. P. one square f 

7. P. takes Kt. % 

8. K. Kt to K. R. second sq. § 
, and wins in a few moves. 


32 {$t$ (Same. || 


1. K. P. two squares 

2. K. Kt to K. B. third sq. 

3. K. Kt. takes K. P. 


1. K. P. two squares 

2. K. Kt to K. B. third. sq.^f 

3. K. Kt takes K. P. 


* This is not a good move, the attack being premature, 

t It would be better to play Q. P. one square. 

$ Black loses the game by this move, he ought to. play Q. P. one square. 

§ If instead of this move, he play Q. P. two squares. White should take 
it with K. B. and if Black take die B. with the Kt, White must play Q. to 
adv. K. R. fourth square, and will easily win. 

|| This game is taken from Damiano’s scarce and valuable Treatise, 
f This is not a good move, he ought to play Q. Kt to Q.B. third sq. 
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WHITE. 

4. Q. to K. second square 

5. Q. takes K. Kt. 

6. Q. P. two squares 

7. K. B. P. two squares 

8. Q. Kt. to Q. B. third sq. 

9. Kt. to adv. Q. fourth square 

10. Q. P. takes P. 

11. P. takes P. 


BLACK. 

4. Q. to K. second square * 

5. Q. P. one square 

6. K. B. P. one square 
7* Q. Kt. to Q. second square 

8. Q. P. takes K. Kt. 

9. Q. to Q. third square 

10. P. takes P. 

11. Q. to Q. B. third square, for 
if the Q. take the P., Black will lose the Q. R., and if the 
Kt. take it. White would play Q. B. to K. B. fourth square 
and win the Kt. 

12. Q. to Q. B. fourth square 


12. K.B. to adv. Q. Kt. fourth 

square 

13. Q. B. to K. third square f 

14. Kt. takes Q. B. P. and 

checks 

15. Kt. takes Q. and will win. 


13. Q. takes K. B, 

14. K. to Q. square. 


jittmi) ©ante- 


I* K. P. two squares 1. K. P. two squares 

2. K. Kt. to K. B. third sq. 2. Q. P. one square t 

3. K. B. to Q. B. fourth sq.§ 3. Q. B. to adv. K. Kt. fourth 

square 

* It is obvious that if he remove the K. Kt. he will lose his Q. by your 
playing K. Kt. to adv. Q. B. third square. » 

t Q. Kt P. two squares would also win the Q. 

| This is not so good a move as Q. Kt. to Q. B. third square, chiefly be¬ 
cause it confines the K. B. 

$ It would also be good play to move Q. P. two squares. 
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WHITE. BLACK. 

4. K. R. P. one square 4. Q. fi. to K. R. fourth sq. 

5. Q. B. P. one square 5. K. Kt. to K. B. third sq. 

6. Q. P. one square 6. K. B. to K. second square 

7. Q. B. to K. third square 7. K. castles • 

8. K. Kt. P. two squares 8. Q. B. to K. Kt. third sq. 

9. K. Kt. to K. R. fourth sq. 9. Q. B. P. one square f 

10. K. Kt. takes Q. B. 10. K. R. P. takes K. Kt. 

11. K. R. P. one square 11. Q. Kt P. two squares % 

12. K. B. to Q. Kt. third aq. 12. Q. R. P. two squares 

13. Q. R. P. two squares 13. Q. Kt. P. one square 

14. K. R. P. one square 14. P. takes K. R. P. 

1$. K. Kt P. one square § 15. K. Kt. to adv. K. Kt. fourth 

square 

16. K. R. takes P. 16. K. Kt takes Q. B. 

17. K. R. to adv. K. R. square 17. K. takes K. R. 

and checks || 

18. Q. to adv. K. R. fourth sq. 18. K. to K. Kt. square 

and checks 

19. K. Kt. P. one square T9. K. R. to K. square^ 

20. Q. to adv. K. R. second sq. 20. K. to K. B. square. 

and checks 

21. Q. to adv. K. R. square and checkmates. 

* Castling is not a good move* * * § it would be better to play Q. Kt or take 
the K. Kt. with Q. B. 

t Q. P. one square would be better. 

$ The object of the Black is to prevent the attack of the K. B. on the 
K. B. P,; this he might at once effect by playing Q. P. one square, instead 
of advancing Q. Kt. P. and Q. R. P. by which he loses a move at a critical 
moment 

§ This is a much better move than taking the P. with the P. 

|| This and the succeeding moves are skilfully played, and as similar 
situations often occur, the reader will do well to study them attentively. 

1 If instead of this move Black were to check with the Kt at your 
Q. B. second square, you ought neither to take it, nor more the K. to Q. 
second square, (because the Black might in either case retrieve his game,) 
you should play K. to his B. square. 
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FIRST .VARIATION, 

BEGINNING AT THE FOURTH MOVE OF THE BLACK. 


WHITE. 

1. K. P. two squares 

2. K» Kt. to K. B. third square 

3. K. B. to Q. B. fourth sq. 

4. K. R. P. one square 

5. Q. takes Q. B. 

6. Q. to Q. Kt third square 

7. K. B. takes K. B. P. and 

checks 

8. Q. takes Q. Kt. P. 

g. K. B. to adv. Q. fourth sq. 

10. Q. to adv. Q. B. third sq. 

and checks 

11. Q. takes Q. R. and will win. 


BLACK. 

1. K . P. two squares 

2. Q. P. one square 

3. Q. B. to ado. 2T. Kt* fourth 

square 

4 . Q. B. takes K. Kt 

6. K. Kt to K. B* third sq.* 

6. K. Kt takes K. P. 

7. K. to Q. second square 

8. K. Kt. to its fourth squaref 
g. Q. Kt. to Q. R. third sq. 

10. K. to his second square. 


SECOND VARIATION, 

BEGINNING AT THE FIFTH MOVE OF THE FIRST VARIATION. 


1. K. P. two squares 

2. K . Kt. to K. B. third sq. 

3. K. B. to Q. B. fourth sq. 

4. K. R. P. one square 

5. Q. takes Q. B. 

6. Q. to Q. Kt third square 


1. K. P. two squares 

2. Q. P. one square 

3. Q. B. to ado . K. Kt. fourth 

square 

4. Q. B. takes K. Kt. 

5. Q. to K. B. third square { ' 

6. Q. Kt. P. one square 


* It would be much better to play the Q. to her second square, 
t If he play the Q. Kt to Q. B. third square, you should play K. B; to 
adv. Q. fourth square. 

t Q- to her second square would he better, and afterwards Q« B» P. one 
square. 
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WHITE. BLACK. 

7 . Q. Kt. to Q. B. third sq. 7* Q* B. P. one square 

8. Q. Kt to adv. Q. fourth sq. 8. Q. to her square, as he 

would lose Q. R. were 
he to take the Kt. 

9* Q. Kt takes Q. Kt. P. 9. Q. takes Q. Kt 

10. K. B. takes K. B. P. and 10. K. to Q. second square 

checks 

11. K. B. takes K. Kt II. Q. P. one square 

12. P. takes P. 12. Q. takes Q. 

13. P. takes P. and checks 13. Q. Kt takes P. 

14. K. B. takes Q. and will win. 


THIRD VARIATION, 

BEGINNING AT THE SEVENTH MOVE OF THE SECOND VARIATION. 

1* IT. P. two squares 1. K. P. two squares 

1 j K Kt. to K. B . third sq . 2. Q. P. one square 

3 . K.B. to Q. B.fourth sq . 3. Q. B. to o<&. B. Kt. fourth 

square 

4. if. B. P. one i^tore 4. Q. B. toAei IT. Kt. 

5. Q. toler Q. B. 5. Q. to K. B. /Atrrf sytozrtf 

6. Q. to Q. Bf. Mird square 8. Q. B/. P. one square 

7- Q. B/. to Q.B. Mtrd square 7. K. Kt to K. second square 

8. Q. Kt. toadv. Q. Kt fourth 8. Q. Kt. to Q. R. third sq. 

square. 

9. Q. to Q. R. fourth square 9. Q. Kt. to Q. B. fourth sq. 

10. Q. Kt takes Q. P. and 10. K. to Q. square. 

checks t 

11. Q. to adv. K. square and checkmates.^ 

* It would be better to take the Q. as the Black loses a Pawn by this 
move. 

t This is very well played, there are few who would not have preferred 
taking the Q. B. P. or removing the Q. 

t This variation is very ingeniously played. 
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Knttft <£c«r. 


WHITE. BLACK. 

1. K. P. two squares I. K. P. two squares 

2 . K. Kt. to K. B. third sq. 2. Q. P. one square 

3 . K. R. P. one square* 3. K. Kt. to K. B. third, sq. 

4 . Q. B. P one square 4 . K. Kt. takes K.P.f 

5 . Q. to Q. R. fourth square 5. Q. B. P. one square. 

and checks 

6 . Q. takes K. Kt. and wiliwhi~ 


VARIATION, 

BBaftHtttHft AT THE VOU&TH MOW0V TU BLACK. 

1 . K. P. two squares i. K P. two squares 

2. K Kt . to K B. third sq . 2. Q. P. one square 

3 . K R. P. one square 3 . K Kt . to K B. third square 

4 . Q. B. P. one square 4 . Q. Kt. to Q. B. third square 

5 . Q. P. two squares 5 . K. Kt. takes K. P. 

6. Q. P. one square 6. Q. Kt to K. second square 

7 . Q. to Q. R. fourth square 7. Q. B. P. one square 

and checks 

8. Q. P. takes Q. B. P. 8. K. Kt to Q. B. fourth sq r 

9 . P takes Q. Kt. F. and 9. Kt takes Q. 

checks with the Q. 

10. P. takes Q. R., becomes a Queen, and will win. 

• This is a bad move, you should have played Q. P. two squares* or 
K. B. to Q. B.iourth squamb 

t Evidently a bad move, as he loses the Kt. immediately; he should 
have played Q. B. P. one square^ 
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Xkbsntj) Game. 


WHITE. 

1. K. P. two squares 

2 . K. Kt. to K. B. third sq. 

3. K. B. to Q. B. fourth sq. 

4. K. castles J 

5. K. B. takes K. B. P. and 

checks 

6. K. Kt to adv. K. Kt. fourth 

square and checks 
7* K. Kt takes Q. and will win. 


black. 

1. K. P. two squares 

2 . Q. to K. B. third square * 

3. Q. to K. Kt. third square t 

4. Q, takes K. P. 

5. K. takes K. B. 

6 . K. to his square. 


FIRST VARIATION, 

BEGINNING AT THE FIFTH MOVE OF THE BLACK. 

1. K. P. two squares 1. K. P. two squares 

2 . if. Kt. to K. B . third square 2. Q. to K. B. third square 

3. K B. to Q. B. fourth square 3. Q. to K. Kt. third square 

4. K. castles. 4. Q. takes K. P. 

5. K. B. takes K. B.P. and checks 5. K. to Q. square 

* This is a bad move, he ought to play Q. Kt. to Q; B. third square, 
t As the Q. now attacks two undefended Fawns, this would appear to 
many players a very good move; it will be seen, however, how dangerous it 
is to take the K. P. 

X Instead of castling, you might play Q. P. one square, and if he take 
K. Kt P. you will win the Queen, by taking K. B. £., then playing R. to 
K. Kt square, and afterwards K. Kt. to adv. K. Kt fourth square, or K. R. 
to K. Kt third square. 
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WHITE. BLACK. 

. 6 . K. Kt. takes K. P. 6 . Q. takes K. Kt 

7 - K. R. to K. square 7 . Q. to K* B. third square. 

8 . R. checkmates at adv. K. square. 


SECOND VARIATION, 

BEGINNING AT THE FIFTH MOVE OF THE BLACK. 

I . K. P. two squares 1 . K. P. two squares 

8 . K. Kt. to K. B . third square 2. Q. to K. B. third square 

3. K B. to Q. B. fourth square 3. Q. to K. Kt. third square 

4. K. castles 4. Q. takes K P. 

5. K. B. takes K. B- P. and 5. K. to K. second square 

checks 

6 . K. R. to K. square 6 . Q. to adv. K. B. fourth sq. 

7 * K. R. takes K. P. and 7. K. takes B. 

checks 

8 . Q. P. two squares 8 . Q. to K. B. third square 

9 . K; Kt to adv. K. Kt. fourth 9 . K. to K. Kt third square 

square and checks 

10 . Q. to her third square and 10 . K. to K. R. third square, 
checks 

II . K. Kt. to adv. K. B. second square, giving double check and 

checkmate. 


THIRD VARIATION, 

BEGINNING AT THE SIXTH MOVE OF THE FIRST VARIATION. 

1 * K P. two squares. 1 . K P . two squares 

2 . K. Kt. to K. B . third square 2 . Q. to K. B . third square 

3. K. B* to Q. B. fourth square 3. Q. to K Kt. third square 

4. K. castles 4 . Q. takes K. P. 
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WHITE. BLACK* 

5 . K. B. takes K B. P . and 5 . if to Q. square 

checks 

6 . K. Kt. takes KP. 6 . K. Kt to K. B. third sq. 

7 . K. R. to K. square 7. Q. to K. B. fourth square 

8 . K. B. to adv. K. Kt third 8 . K. R. P. takes K. B. 

square (Or A) 

9 . K. Kt. to adv. K. B. second square and checkmates. 


(Or A) 

8 . Q. to K. third square 

9 . Kt to adv. K.B. second sq. . 9 . K. to his square 

and checks 

10 . Kt. takes K. R. and checks 10 . K. R. P. takes K. B. 

with K. B. 

11 . R. takes Q. and checks 11 . P. takes R. 

12 . Kt takes P. 


FOURTH VARIATION, 

BEGINNING AT THE SEVENTH MOTE OP THE SECOND VARIATION. 

1 . K. P. two square* 1. if. P. two squares 

2 . IT. Kt, to K. B. third square 2 . Q. to K, B, third square 

3. K, B. to Q. B. fourth square 3. Q. to K Kt third square 

4. IT. castles 4. Q. takes K, P. 

5. IT. B. takes K B. P. and 5. if to K second square 

checks 

6 . K, R. to K square 6 . Q. to ado, K B* fourth sq, 

7. K R. takes K.P, and checks 7, K. to K. B. third square 

8 . Q. P. two squares 8 . Q. to adv. K. Kt fourth sq. 

9. K. B. to adv. K. R. fourth square and will win. 
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FIFTH VARIATION, 

BEGINNING AT THE SEVENTH MOVE OF THE SECOND VARIATION. 

1. K- P. two squares 1. K. P. two squares 

2. K. Kt. to K. B. third square 2. Q. to K. B. third square 

3. K. B. to Q. B-fourth square 3. Q. to K. Kt. third square 

4. K. castles 4. Q. takes K. P. 

5. if. B. takes K. B. P. and 5. A. to K. second square 

checks 

6 . K . P. to IT. square 6. Q. to adb. B. fourth sq. 

7. P. P. tolei P. P. and checks 7. K. to Q. third square 

8. R. to adv. Q. fourth square 8. K. to his second square * 

and checks • 

9. Q. to K. square and ckecks * 9 . K. takes K. B. 

10. Q. P. two squares 10. Q. to K. B. third square 

11 . K. Kt to adv. K. Kt. fourth 11. K. to K. Kt. third square 

square and checks 

12. Q. to adv. K. square and 12. K. to K. R. third square. 

checks 

13. K. Kt to adv. K. B. second square and checkmates. 

* If Black play K. to Q. B. third square. White may play as follows:— 

9 . K. Kt. to adv. K, fourth square 9. K. to Q. Kt third square 
and checks 

10. Q. P. two squares 10, Q. to K.B. third square (Or A) 

(Or B) 

11. Q. B. to adv. K. Kt. fourth sq. 11. Must either take the B. or play 

Q. to K. B. fourth square, in both cases White plays Kt to Q. B. 
fourth square and wins the Q. 

(Or A) 

10. Q. to adv. K. R. fourth square 

11. Q. B. to adv. K. Kt. fourth sq. 11. Q. to adv. K. fourth square 

12. Q. Kt to Q. B. third square 12. Loses the Queen. 

(OrB) 

10. Q. to adv. K. fourth square 

11. Q. Kt. to Q. B. third square 11. Q. to adv. K. R. fourth square. 

12. Checkmates in three moves. ' 
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SIXTH VARIATION, 

BEGINNING AT THE TENTH MOVE OF THE SECOND VARIATION. 

Voaition of tf)e Viera*. 



WHITE. BLACK. 

. 10. K. to K. R. fourth square 

11. K. Kt. to adv. K. B. second 11. K. to adv. K. Kt. fourth sq. 

sq. checking with the R.* (Or A). 

12. Q. to K. Kt. third square and checkmates. 

* It would be better to play K. Kt. P. two squares, if Black take the P. 
or play K. to adv. K. R. fourth square, White will checkmate with Q. at 
K. R. third square, and if he play K. to K. R. third square, White will 
checkmate by playing the Kt to adv. K. B. second square. 

G 
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WHITE. black. 

(Or A) 

11 . K. Kt. P. two squares. 
12 R. takes P, checks* and will Win. 


®foeUtf) ffiarne.* 


1 . K. P. two squares 
2 K. Kt. to K. B. third sq. 

3. K Kt. takes K. P. 

4. Q. to adv. K. R. fourth sq. 

and checks 

5. Q. takes K. P. and checks 

6 . K. B. to Q. B. fourth sq. 

and checks 

7. Q. to adv. K. B. fourth sq. 

and checks 

8 . Q. P. two squares checking 

with Q. B. 

9. K. R. P. two squares 

10 . Q. to adv. K. B. second sq. 
and checks 


1 . K. P. two squares 

2 . K. B. P. one square f 

3. K. B. P. takes K. KtJ 

4. K. to his second square§ 

5. K. to K. B. second square 

6 . K to K. Kt. third square 

7» K. to K. R. third square 

8 . K. Kt. P. two squares 

9. K. to K. Kt second square 

10 . K. to K. R. third square. 


11 . K. R. P. takes P. and checkmates. 


• This game is chiefly taken from Damiano’s celebrated treatise, and 
is usually called “ Damiano’s Gomito.” 

t Instead of this move Black ought to play Q. Kt. toQ. B. third square, 
moving K. B. P. one square is no defence to the K. P. as the White may 
take it without danger. J 

t Black ought not to take the Kt. he should play Q. to K. second 
square, which would force you to remove the Kt. he would then take your 
K. P., your position would, however, be rather superior to his. 

$ If he interpose K. Kt. P. he will lose K. R. 
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FIRST VARIATION, 

BEGINNING AT THE SIXTH MOVE OF THE BLACK. 


WHITE. 

It K. P. two squares 
9. K. Kt. to K. B. third sq. 

3. K. Kt. takes K P. 

4. Q. to adv. K. R. fourth sq. 

and checks 

5. Q. takes K. P. and checks 

6 . K. B. to Q. B. fourth square 

and checks 

7 ' K..B. takes P. and checks 

8 . K. R. P. two squares 

9. K. B. takes Q. Kt P. 

10 . Q. to adv. K. B. fourth sqi 


BLACK. 

1 . K. P. two squares 

2 . K. B. P. one square 

3 . P. takes Kt. 

4. K. to Ms second square 

5. K. to K. B. second square 

6 . Q. P. two squares 

7 « K. to K. Kt third square 

8 . K. R. P. one square 

9 . Q. B. takes K. B. 
and checkmates. 


SECOND VARIATION, 

BEGINNING AT THE EIGHTH MOVE OF THE FIRST VARIATION. 


1 . K. P. two squares 

2 . K. Kt. to K. B. third square 
3* K. Kt. takes K. P. 

4. Q. to adv . K. R. fourth sq. 

and checks 

5. Q. takes K. P. and checks 

6 . K. B* to Q. B. fourth square 

and checks 

7. K. B. takes P. and checks 

8 . K. R . P. two squares 
g. K. B. takes Q. Kt. P. 

10 . Q. to adv. K. B. fourth sq. 
and checks 


1 . K. P. two squares 

2 . K B. P. one square 

3 . P. takes Kt. 

4. K. to his second square 

5. K. to K. B. second square 

6 . Q. P. two squares 

7 . K. to K. Kt. tMrdsquare 

8 . K. R, P. two squares 

9 . Q. B. takes K. B. 

10 . K. to K. R. third square 
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WHITE. 

11 . Q. P. two squares checking 

with Q. B. 

12 . Q. B. takes K. Kt P. and 

checks 

13. P. takes Q. and checks 

14. Q. to adv. K. fourth square 

and checks 

15. Q. takes R. and will win. 


BLACK. 

11 . K. Kt. P. two squares 

12 . Q. takes Q. B. 

13. K. to K. Kt. second square 

14. K. to K. B. second square. 


THIRD VARIATION, 

BEGINNING AT THE EIGHTH MOTE OF THE FIRST VARIATION. 


1. K. P. two squares 

2. K. Kt. to K. B. third sq. 

3 . K Kt. takes K P. 

4. Q. to adv. K. R. fourth sq. 

and checks 

5 . Q. takes K. P. and checks 

6. K. B. to Q. B. fourth square 

and checks 

7. K. B. takes P. and checks 

8. K. R. P. two squares 

9 . Q. to adv. K. square and 

checks 

10. Q. P. two squares checking 

with Q. B. 

11. K. R. P. takes P.> and 


1 . K. P. two squares 

2 . K. B. P. one square 

3. P. takes Kt. 

4. K. to his second square 

5. K to K. B. second square 

6 . Q. P. two squares 

7 . K. to K. Kt. third square 

8 . Q. to K. B. third square 

9 . K. to K. R. third square 

10 . K. Kt. P. two squares 

11 . K. to K. Kt. second square 


checks 

12 . P. takes Q. and checks 12 . K. Kt takes P. 

13. Q. checkmates at adv. K. B. second square. 
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FOURTH VARIATION, 

BjEGINNING AT THE EIGHTH MOTE OF THE FIRST VARIATION. 


BLACK* 

1 . K. P. two squares 


WHITE. 

1. K. P. two squares 

2 . K. Kt. to K. B. third sq. 

3. K. Kt. takes K. P. 

4. Q. to adv. K. R. fourth sq. 

and checks 

5. Q. takes A. P. and checks 

6 . K. B. to Q. B. fourth sq. 

and checks 

7. K. B. takes P. and checks 

8. K. R. P. two squares 

9 . K. R. P. one square and 

checks 

10. Q. P. two squares checking 

with Q. B. 

11. Q. takes K. R.* 

12. K. B. takes K. Kt. 

13. K. B. takes K. R. P.f 

14. Q. to adv. K. B. third sq. 

and checks 

15. Q. takes Q. and checkmates. 


2. K . B . P. one square 

3. K. B. P. takes Kt . 

4. K ". to A. second square 

5. 7T. to AT. P. second square 

6. Q. P. /wo squares 

7 . A. to A. Kt. third square 

8. K. B. to Q. third square 

9. K. to K. R. third square 

10. K. Kt. P. two squares 

11. Q, B. P. one square 

12. Q. to K. second square 

13. Q. takes K. B. 

14. Q. interposes. 


©atm. 


1. K. P. two squares 1. K. P. two squares 

2. K. Kt. to K. B. third square 2. Q. Kt. to Q. B. third square 

* You will checkmate in three moves if you take the P, en passant . 
t This is a well played move. 
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WHITE. 


BLACK. 

3. K. B. to Q. B. fourth sq. 

3. 

K. Kt. to K. B. third sq.* * * § 

4. K. Kt. to adv. K. Kt. fourth 

4. 

Q. P. two squares 

square 

5. K. P. takes Q. P. 

5. 

K. Kt. takes K. P. 

6. K. Kt. takes K. B. P.f 

6 . 

K. takes K. Kt 

7 . Q. to K. B. third square 

7- 

K. to his third square 

and checks 



8. Q. Kt. to Q. B. third sq. 

8. 

Q. Kt. to K. second square 

9. K. castles 

9. 

Q. B. P. one square 

10. K. R. to K. square 

10. 

Q. B. to Q. second square J 

11. Q. P. two squares 

11. 

K. to Q. third square 

12. K. R. takes P. 

12. 

Q. Kt. to K. Kt. third sq.§ 

13. Q. Kt. takes K. Kt. 

13. 

Q. Kt. takes K. R. 

14. P. takes Kt. and checks 

14. 

K. to Q. B. fourth square 



(Or A) (Or B) 

15. Q. to Q. R. third sq. and 

15. 

K. takes K. B. 

checks 

16. Q. to her third square and 

16. 

K. to Q. B. fourth square. 


checks 

17 . Q. Kt. P. two squares and checkmates. 


* K. B. to Q. B. fourth square is a better more; few persons, however, 
know how to take advantage of this move. 

t The sacrifice of this Kt. gives the White a strong attack ; it is, never¬ 
theless, bad play, as the Black with care can maintain his numerical supe¬ 
riority ; Q. P. two squares is the proper move. 

$ Black loses the game by this move, he ought to have played Q. Kt. 
to K. Kt. third square. 

§ Instead of this move Black may play as follow, 

12 . K. to Q. B. second square 

13. K. B. takes Kt. 13. Kt takes B. 

14. Kt. takes Kt and checks 14. P. takes Kt. 

15. K* takes P. &c. 

White has much the best of the game. 
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(Or A) 

Vofttttott of tfje lltm*. 



WHITE. BLACK. 

14. K. takes P. 

15. Q. to K. B. fourth square 15. K. to his third square 

and checks 

16. Kt. to adv. Q. B. second sq. l 6 . K. to K. second square 

and checks 

17. Q. to adv. K. Kt. fourth 17 . K. to Q. third square 

square and checks 

18. Q. B. to K. B. fourth square and checkmates. 
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(Or B) 

See the preceding Diagram . 

WHITE. BLACK. 

14. K. to his third square 

15. Kt. to adv. Q. B. second 15. K. takes P. (Or C). 

square and checks 

16. Q. to K. B. fourth square and checkmates. 


(Or C) 

15. K. to his second square. 


l6. Q. to adv. K. B. second sq. 
and checkmates. 


VARIATION, 

' BEGINNING AT THE THIRTEENTH MOVE OF THE BLACK. 

Voffitura of tfje Vieeee- 
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WHITE. BLACK. 

13. P. takes Kt. 

14. R. takes P. and checks 14. K. to Q. B, second square 

15. Q. B. to K. B. fourth sq. 15. Kt. takes Q. B. 

and checks 

16 . Q. takes Kt and checks 16 . K. to Q. B. square * 

17. K. B. to adv. K. Kt fourth 17. Q. to Q. B. second square 

square . 

18. Q. takes Q. and checks 18. K. takes Q. 

19 . R. takes B., checks, and will win. 

DEFENCE. 

Jfourteentfi ffianu- 

BLACK HATING THE FIRST MOTE. 

WHITE. 

1 . K. P. two squares 

2. Q. Kt. to Q. B. third sq. 

S. K. B. to Q. B. fourth sq. 

4. K. Kt. to K. B. third sq.f 

5 . K. castles, 

6. Q. to K. second square § 

7. K. P. takes Q. P. 

8 . K. Kt to adv.K.Kt fourth 
square 

* If Black play K. to Q. B. third, or to Q. Kt. third square, you ought 
still to play K. B. to adv. Q. Kt. fourth square. 

t It would also be good play to move Q. P. one square, or K. B. to 
Q. Kt third square. 

X If instead of this move Black play K. Kt to adv. K. Kt fourth square* 
you must not play Q. P. two squares, you ought to castle. 

$ Q. P. one square is a better move. 

j| It would be better to play this P. one square. 

T This is not so good a move as taking the P« with the P. 

H 


BLACK. 

1. K. P. two squares 

2. K. Kt. to K. B. third sq. 

3. K. B. to Q. B. fourth sq. 

4. K. castles 

5. K. R. to K. square % 

6. Q. B. P. one square 

7. Q. P. two squares H 

8. K. P. one square f 
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BLACK. 

9. P. takes P. 

10. K. Kt. takes Q. Kt. 

11. K. Kt. to K. B. third sq. ' 

(Or A) 

12. K. to K. R. square 

13. R. or Kt. takes Q. 


WHITE. 

9 . Q. Kt. takes P. 

10. Q. to adv. K. R. fourth sq. 

11. Q. takes K. B. P. and 

checks 

12. Q. to adv. K. Kt. square 

and checks 

13. K. Kt. to adv. K. B. second 

square and checkmates. 


(Or A) 

11. K. R. P. one square 11. K. Kt. takes K. B. P.* 

12. Q. any where. 12. K. B. takes Kt. and will 

win. 


FIRST VARIATION, 

BEGINNING AT THE SIXTH MOVE OF THE WHITE. 

1. K. P. two squares 

2. K . Kt. to K B. third square 

3. K B. to Q. B. fourth sq. 

4. K. castles 

5. K. R. to K. square 

6. Q. B. P. one square 

7. Q. P. two squares 

8. K. P. one square 

9 . Q. B. to adv. K. Kt; fourth 

square 

* Instead of taking the P. with the Kt you might take it with the Q. 
and then take Q. Kt with K. B. 

t It would be better to play Q. P. one square. 
t If you had played K. B, or Q. Kt. to K. second square, you would 
have the worst of the game. 


1. K. P. two squares 

2. Q. Kt. to Q. B. third square 

3. K B. to Q. B.fourth sq. 

4. K. Kt. to K. B. third sq. 

5. K castles 

6. K. R. to K. square f 
7* K. P. takes Q. P. 

8. K. Kt. to adv. K. Kt fourth 

square 

9 . K. Kt. takes K. B. P.J 
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BLACK. 

10. Q. B. takes Q. # 

11. K. R. takes K. Kt. 

12. K. to K. B. square 

13. Q. Kt. to Q. second square 

14. R. takes Q. 


WHITE. 

10. K. Kt. takes Q. 

11. P. takes Q. B. P. and 

checks with K. B. 

12. P. takes Q. Kt P. 

13. P. takes Q. R. and becomes 

aQ. 

14. Q. Kt. takes Q. B. and 

will win. 


SECOND VARIATION, 

BEGINNING AT THE ELEVENTH MOVE OF THE BLACK. 


1. K. P . two squares 

S. K. Kt. to K. B. third square 

3. K. B. to Q. B. fourth sq. 

4. K. castles 

5. K. R. to K. square 

6. Q. B. P. one square 

T. Q. P. two squares 
8. K. P. one square 

9- P. lakes P. 

10 . K. Kt. takes Q. Kt. 

11. Q. B. to K. third square 

12. K. to K. B. square 

13. K. to his second square 

14. K. R. to K. Kt. square 


1. K. P. two squares 

S. Q. Kt. to Q. B. third square 

3. K. B. to Q. B. fourth square 

4. K. Kt. to K B. third sguare 

5. K. castles 

6. Q. to K. second square 
1. K. P. lakes Q. P. 

S. K Kt. to ado. K. Kt. fourth 
square 

9. Q. Kt. takes P. 

10. Q. to ado. K. R. fourth sq. 

11. Q. takes K.R.P. and checks 

12. Q. to adv. K. R. square and 

checks 

13. Q. takes K. Kt P. 

14. K. Kt. takes Q. B. 


* There are two variations on this move. 
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BLACK. 

15. K, takes K. Kt. 

16. K. takes B. 

17. K. to Q. B. third square 

4T8. B. interposes. 

White will wi 


WHITE. 

15. B. takes Kt. and checks 

16 . Q. takes K.B.P. and checks 

17. Q. to adv. K. third square 

and checks 

is. g. takes P. and checks 
with his Pawns. 


THIRD VARIATION, 

BEGINNING AT THE TENTH MOVE OF THE FIRST VARIATION. 


1. K. P. two squares 

2 . K. Kt. to K. B. third sq. 

3. K . B. to Q. B. fourth sq. 

4. K. castles 

5. K. R- to i, K square 

6 . Q. B. P. one square 
J. Q . P . two squares 

8. K. P. one square 

9. Q. B. to adv. K. Kt. fourth 

square 

10. K. takes K. Kt. 

11. K. to K. B. square 

12. Q. Kt. to g. B. third square 

13. g. takes g. 


1. K. P. two squares 

2. Q. Kt. to Q. B. third sq. 

3. K. B. to Q.B. fourth square 

4. K. Kt. to K f B. third sq. 

5. K. castles 

6. K. R. to K. square 

7. K. P. takes Q. P. 

8 . K Kt. to adv. K. Kt. fourth 

square 

Q. K Kt. takes K. B. P. 

10. P. takes Q. B. P. and qhecks 

with K. B. 

11. P. takes g. Kt. P. 

12. P. takes Q. R. and becomes 

aQ. 

13. K.B. to K> second square 

and will win. 
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FOURTH VARIATION, 

BEGINNING AT THE TENTH MOTE OF THE FIRST VARIATION. 


BLACK. 

P. two squares 
Kt. to K. B. third square 
B . to Q. B. fourth sq. 
castles 

R. to K. square 
B. P. one square 
P. two squares 
P. one square 

9* Q. B. to ado. K. Kt. fourth 
square 

10 . Q. to Q. Kt. third square 

11 . Q. B. takes Q.* 

IS. Q. takes the P. at her Kt 
second square f 

13. K. to K. B. square 

14. Q. B. takes Q. B. P. 


WHITE. 

1. K. P. two squares 

2. Q. Kt. to Q. B. third sq . 

3. K. B. to Q. B.fourth sq. 

4. K Kt. to K. B. third sq. 

5. K castles 

6. K. R. to K. square 

7. K P. takes Q. P. 

8. K Kt. to ado. K. Kt. fourth 

square . 

9* K. Kt. takes K. B. P. 

10. P. takes Q. B. P. 

11. P. takes Q. Kt. P. 

12. K. Kt. to adv. Q. third sq. 

checking with K. B. 

13. K. Kt. takes Q. 

14. K. Kt. takes K. B. 


* In the sixth variation the Q. Kt takes the Pawn, 
t In the fifth variation the Black plays Q. Kt to Q. B. third square. 
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FIFTH VARIATION, 

BEGINNING AT THE TWELFTH MOVE OF THE FOURTH VARIATION. 


IMitiott of ttie l&itm. 



BLACK. 

12. Q. Kt. to Q. B. third sq. 

13. K. to K. B. square 

14. R. takes K. Kt. 

15. Kt takes Q. 


WHITE. 

12. K. Kt. to adv. Q. square 

and checks with K. B. 

13. P. takes Q. R. P. and be¬ 

comes a Q. 

14. Q. takes R. and checks 

15. Kt. takes Q. B. and will 

win.* 


* Notwit h sta ndin g Greco’s assertion, I thinlc it at least doubtful whether 
the White have the best of the game. 
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SIXTH VARIATION, 

BEGINNING AT THE ELEVENTH MOVE OF THE FOURTH VARIATION. 


Voffttion of Vitct*. 



BLACK. WHITE. 

11. Q. Kt. takes P. 11. Kt. to adv. K. R. third sq. 

and checks 

12. K. to K. R. square 12. Kt. to adv. K. B. second 

square and checks 

13. K. to K. Kt. square 13. Kt. to adv. K. R. third 

square, checks, and will draw the game by a perpetual 
check, unless the Black King move differently.* 

* It appears then that the White has not the best of tlfe game since he 
can only draw it; this arises from his having played K. R. to K. square on 
the sixth move, thus confining the Queen. 
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BLACK. 

14. K. to K. B. square* 

15. Kt takes Kt 

16. K. R takes K. B. P. and 

checks 

17. K. B. takes K. R. 

18. K. to his second square 

19. K. to Q. square 

20. Q. R. P. takes Kt. 


WHITE. 

14. Kt. takes Q. B. 

15. Q. takes Kt. 

16. K. to K. B. square 

17 . Q. toady. K.B. fourth sq. 

and checks 

18. Kt. to adv. Q. fourth square 

and checks 

19. Kt. takes Q. 

20. K. takes K. B. and will 

win. 


fifteen® ©amt. 


1 . K. P. two squares 
£ K. Kt. to K. B. third sq. 

3. K. Kt. takes K. P. 

4. Q. to adv. K. R. fourth sq. 

and checksj 

5. K. Kt. takes K. Kt P. 

6. K. to Q. square (Or A) 

7. Q. to K. R. third square 

8. Q. takes K. R. 

9 . Q. to K. R. fourth square § 


1. K. P. two squares 

2 . K. B. P. two squares + 

3 . Q. to K. second square 

4. K. Kt. P. one square ‘ 

5 . Q. takes K. P. and checks 

6 . K. Kt to K. B. third sq. 

7 . K. R. P. takes K. Kt 

8 . K. Kt to adv. K. Kt fourth 

square 

9 . K. Kt to adv. K. third sq. 

and checks 


* He ought to play the K. to his R. squere, and saffer the game to be 
drawn. 

t This move of Greco’s is original and ingenious ; it is not, however, so 
good as Q. Kt. to Q. B. third square. 

X It would be better to play Q. P. two squares. 

$ Instead of this move he might play Q. P. one square. (See the third 
variation .) 
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BLACK. WHITE. 

1#. Q. P. takes R. Kt. 10. Q. takes Q. and will win. 


FIRST VARIATION, 

BEGINNING AT THE SIXTH MOVE OF THE BLACK. 

1 . K. P. (wo squares 1. K. P. two squares 

2 . K. Kt . to K. B. third square 2. K B. P. two squares 

3. K. Kt takes K. p. 3. Q. to K. second square 

4. Q. to adv. K R. fourth sq. 4. K. Kt . P. one square 

and checks 

5. 2T. 2&. tefcr K. Kt P. 5. Q. tofoi K. P. and creels 

6. K. B. to K. second square 6. K. Kt. to K. B. third sq. 

7. Q. to K. R. fourth square 7. Q. takes K. Kt P. 

8. * Kt. takes K. R. 8. Q. takes K. R. and checks 

9. K. B. to its square 9. Q. to adv. K. fourth square 

and checks 

10. Q. takes Q. 10. P. takes Q. 

11. K. B. to Q. B. fourth sq.* 11. Q. P. two squares 

12. K. B. to adv. Q. Kt fourth 12. Q. B. P. one square 

square and checks 

13. K. B. to K. second square. 13. K. B. to K. Kt. second sq. 

and will win. 


SECOND VARIATION, 

BEGINNING AT THE SEVENTH MOVE OF THE FIRST VARIATION. 

1. K P. two squares 1. K. P. two squares 

2. K, Kt to K B. third square 2 . K, B. P. two squares 

* This is one 6f the worst moves the Black can play, as the White by 
advancing Q. P. two squares forces the B. to remove, and at the same time 
releases his own Q. B. 

I 
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BLACK. 

3. K. Kt. tales KP. 

4. Q. to ado . K. R. fourth sq. 

and checks 

5. K. ifr. /aAes K. Kt . P. 

6. if- B. /o if. second square 

7. Q.to K. R. third square 

8 . Q. takes K. R. 

9 . K. R. to K. B. square 

10 . K. B. to Q. B. fourth sq. 

and checks * 

11 . K. B. to K. second square 

12 . Q. B. P. one square 

13. Q. P. two squares f 

14. P. takes Q. Kt. 

15. Q. B. to Q. second square 

16 . Kt. takes K. B. 


WHITE. 

3. Q. to K. second square 

4. K. Kt . P. one square 

5. Q. takes K P. and checks 

6. K. Kt. to K. B. third sq. 

7. K. R. P. takes K. Kt. 

8 . Q. takes K. Kt P. 

9 . K. to K. B. second square 

10 . Q. P. two squares 

11 . Q. Kt to Q. B. third sq. 

12 . Q. B. to Q. second square 

13. Q. Kt. takes Q. P. 

14. K. B. to adv. Q. Kt fourth 

square and checks 

15. K.B. takes Q.B. and checks 

16 . R. takes Q. and will win. 


THIRD VARIATION 

BEGOrNKNO AT THE NINTH 


1. K. P. two squares 

2 . K. Kt. to K. B. third sq. 

3. K Kt. takes K. P. 

4. Q. to adn. K. R. fourth sq. 

and checks 

5. K. Kt. takes K Kt. P. 


MOTE OF THE BLACK. 

1. K. P. two squares 

2. K. B. P. two squares 

3. Q. to K. second square 
4* & Kt. P. one square 

5. Q. takes K. P. and checks 


* This is extremely ill played, there is scarcely a wone move on the 
board. 

t Instead of this move Black ought to play the Q. to K» R. fourth sq. 
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BLACK* 

5. K. to Q* square 

7. Q. to K. R. third square 

8. Q. totes iT. J?. 

$. Q* P. one square 

10. K. to Q. second square 

11. K. B. to K. second square 

(Or A) (Or B) 

12. K. to Q. B. third square 

(Or C). 


WHITE. 

6. K. Kt. to IT. B. Mtrrf square 

7. If. /?. P. toAes K. Kt. 

8. K Kt. to adv. K Kt. fourth 

square 

?. K. Kt. takes K. B. P. and 
checks 

10. Q. to adv. K. Kt. fourth sq. 

11. Q. to adv. K. B. fourth sq. 

and checks 

12. Q. to adv. Q. Kt. fourth sq. 

and checkmates. 


(Or A) 

Voeftion of t$e fittn. 
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BLACK. 

11 . R. to K. Kt. square 

12, K. to his third square 
IS. K. toQ. fourth square. 


W HI T E. 

11. 0* to adv. Q. square and 

checks 

12. Kt to adv. K. Kt fourth 

square and checks 

13. Q. takes Q. B. and will 

win. 


(Or B) 

See the preceding Diagram . 


11. Q. to adv. K. fourth square 

and checks 

12. Q. to adv. Q. fourth square 

and checks 

13. Q. to adv. K. fourth square 

and checks 

14. K. R. to K. Kt square 

15. K. to his third square.* 


11. K. to K. B. second square 

12. K. to K. Kt second square 

13. K. to K. R. second square 

14. Q. to adv. Q. sq. and checks 

15. Kt checks and wins the Q. 


12. K. to his square 

13. K. takes Kt 


(Or C) 

12. Q. takes Q. B. and checks 

13. Q. takes R. and will win. 


SbfxtemtS Game. 


1. K. P. two squares 1. K. P. two squares 

2 K. Kt to K. B. third sq. 2. K. B. P. two squares 

• If Black move the K. to Q. B. third square, you must play K. B. to 
K. Kt second square. 
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BLACK. 

3. KJP. takes P. 

4. K. Kt. to adr. K. fourth 

square 

5. K. Kt P. two squares 

6. K. Kt. to Q. B. fourth sq. 

7. K. B. to K. Kt. second sq. 

8. K. Kt. to K. third square J 

9. K. Kt to Q. B. fourth sq. 

10. K. Kt to Q. R. third sq.§ 

11 . Q. P. one square 
18. P. takes P. 

13. Q. Kt to Q. second square 

14. Q. B. P. one square | 

15. Kt takes K. Kt 

16. Q. B. interposes 
17* Kt takes B. 

18. K. R. to K. Kt. square 

19. Q. takes P. 

80. R. takes Q. B. 

21. K. to K. B. square. 


warn. 

3. K. P. one square 

4. K. Kt to K. B. third sq. 

5. Q. P. one square * 

6. K. R. P. one square f 

7. Q. P. one square 

8. Q. P. one square 

9> Q. Kt. P. two squares 

10. Q. R. P. one square 

11 . Q. B. to Q. Kt. second sq. 

12. K. Kt takes P. 

13. K. B. to adv. Q. Kt. fourth 

square 

14. P. takes Q. B. P. 

15. P. takes Q. Kt P. and 

checks with K. B. 

16 . B. takes B. and checks 

17. B. takes B. 

18. P. takes Q. R. 

19 . K. castles 

80. Q. to K. second square and 
checks 

31. Q. takes Kt. and will win. 


* It would be better to play Q. to K. second square, 
t Q. P. one square Is a better move. 

$ The Kt ought to be played to adv. K. fourth square, and afterwards 
to adv. K. Kt third square, &c. 

$ Here also it would be better to play the Kt to adv. K. fourth square. 
I This is not a good move, be ought to castle, 1 
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SbibmtttntJ) ®anu. 


WHITE. 

1 . K. P. two squares 

2 . K. B. to Q. B. fourth sq. 

3 . Q.^ to adv. K. R. fourth 

square * 

4. Q. Kt. to Q. B. third sq. 

5 . K. Kt. to K. B. third sq. 

6 . Q. takes K. P. 

7 . K. takes K. B. (Or A) 


BLACK. 

1 . K. P. two squares 

2 . K. B. to Q. B. fourth sq. 

3. Q. to K. second square 

4. Q. B. P. one square t 

5 . K. Kt to K. B. third sq.J 

6 . K. B. takes K. B. P. and 

checks 

7 . K. Kt. to adv. K. Kt fourth 
sq., checks, and wins theQ. 


(Or A) 


7 . K. to K. B. square 7. Q. takes Q. 

8 . K. Kt takes Q. 8. K. B. to adv. Q. fourth sq. 

9 . K. Kt. takes K. B. P. Q. Q, P. two squares 

10 . K. Kt. takes K. R. 10. P. takes K. B. and after¬ 

wards playing the K. to his Kt square will gain the Kt. 
and the game. 


* This move is frequently played; it is, however, not a good one; 
Q. B. P. one square, or Q. to K. second square, is much better. 

t It would be also good play to move K. Kt to K. B. third square. 

$ Q. P. one square is a better move. 
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ffiarne. 


'WHITE* 

1. K. P. two squares 

2. K. B. to Q. B. fourth sq. 

3. K. B. P. two squares f 

4. K. Kt. to K. B. third sq. 

5. K. castles 

6. Q. P. two squares 

7. K. R. to K. square 

8. Q. Kt. to Q. B. third square 
g. K. B. Jto adv. Q. fourth sq. 

ia K. B. takes K.Kt. 

11. K. B. takes P. at adv. K. B. 
fourth sq. and checks with 
the R. 

H. Q. Kt. to K. fourth sq.1T 

13. K. Kt. P. one square 

14. Kt. to adv. Q. third square 

15. K. Kt. to adv. K. fourth sq. 

16. Q. to adv. K. R. fourth sq. 


BLACK. 

1. K. P. two squares 

2. K. Kt. to K. B. third sq.* 

9. K. Kt. takes K. P. 

4. K. P. takes K. B. P. 

5. K. B. to Q. B. fourth sq. 

and checks J 

6. K. B. to Q. Kt. third sq.§ 

7. K. B. P. two squares || 

8. Q. to K. second square 
Q. Q. B. P. one square 

10. Q. to K. B. third square 

11. K. to Q. square 


12. Q. to K. R. third square ** 
13.. Q. Kt. to Q. R. third sq. 

14. Q. takes Q.Kt 

15. Q. to K* B. third square 

16. K. Kt. P. one square 


* It is much better to play K. B. to Q. B. fourth square, 
t K. Kt. to K. B. third square is preferable. 

X It is surprizing that so skillful a player as Greco should so frequently 
direct this check to be given, when the advance of the Q. P. forces the 
Bishop to remove immediately. 

$ It would be better to play the B. to K. second square. 

H If, instead of this move. Black were to play Q.P. two squares, White 
should take it with K. B. and then play Q. Kt. to Q. B. third square, 

IT This is not a good move, as Black can take the K. B. 

** Black ought unquestionably to take the K. B. 
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WHITE. BLACK. 

17. K. B. takes K. Kt. P. 17- K. R. P. takes K. B. 

18. Q. takes K. R. and checks 18. Q. takes Q. 

19. Kt to adv. K. B. second sq. 19. K. to Q. B. second square 

and checks 

80. Q. B. takes P. and checks 20. Q. P. one square 

21. Q. B. takes P. and checks 21. K. to Q. second square. 

22. R. to adv. K. second square and checkmates.* 


Jifntteenti) ®ame- 

BLACK MOVING FIRST. 


BLACK. WHITE. 

1. K. P. two squares 1. K. P. two squares 

2. K. B. to Q. B. fourth sq. 2. K. Kt. to K. B. third sq.f 

3. Q. Kt. to Q. B. third sq. J 3. Q. B. P. one square 

4. Q. to K. B. third square 4. Q. Kt. P. two squares § 

5. K. B. to Q. Kt. third sq. 5. Q. Kt. P. one square 

6. Q. Kt to Q. R. fourth sq. 6. Q. P. two squares 

7. Q. P. one square 7. K. R. P. one square 

8. K. Kt. to K. second square 8. Q. P. one square 

9. K. Kt to its third square. 9. Q. B. to adv. K. Kt fourth 

square, will gain the Q. 
and the game. || 

* The last few moves of the White are good, but the rest of the game 
is very ill played. 

t This is not so good a move as K. B. to Q. B. fourth square. 

$ This is not the proper move, he ought to play K. Kt to K. B. third 
square, or Q. P. two squares. 

§ It is almost always bad play to advance the Kt. P. or R. P. in the 
early part of the game. 

|| There is not much to be learned from this game or the variation, both 
are extremely ill played. 


Digitized by Google 



65 


VARIATION, 

BEGINNING AT THE SEVENTH MOVE OF THE BLACK. 


BLACK. 

K K. P. two squares 

2. K. B. to Q. B. fourth square 

3. Q. Kt. to Q. B. third square 

4. Q. to K. B. third square 

5. K. B. to Q. Kt. third sq. 

6. Q. Kt. to Q. R. fourth sq. 

7. P. takes P. 

8. K. Kt. to K. second square 

9. K. Kt. to its third square 

10. Q. to K. third square 

11. Q. to Q. third square. 


WHITE. 

1. K. P. two squares 

2. K. Kt. to K. B. third sq. 

3. Q. B. P. one square 

4. Q. Kt. P . two squares 

5. Q. Kt. P. one square 

6. Q. P. two squares 

7. P. takes P. 

8. Q. to Q. R. fourth square 

9. Q. B. to adv. K. Kt. fourth 

square 

10. Q. P. one square 

11. Q. B. to Q. second sq. will 
gain the Q. Kt. and the game. 


3Haentfe$ (Same. 


1. K. P. two squares 
2 K. B. to Q. B. fourth sq. 

3. K. B. takes K. Kt. 

4. Q. to adv. K. R. fourth sq. 

and checks 

5. Q. takes K. R. P. 

6. Q. to adv. K. R. square f 


1. K. P. two squares 

2. K. B. P. two squares * 

3. K. R. takes K. B. 

4. K. Kt. P. one square 

5. K. R. to K. Kt. second sq. 

6. Q. to K. Kt. fourth square 


* K. B. to Q. B. fourth square is a much better move, 
t Q. to K. R. third square is preferable. 

K 
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BLACK. 

7* Q. to K. R. third square 

8. Q. Kt. to Q. B. third sq. * 

9. Q. to K. third square 

10. K. Kt. to K. R. third sq.* 

11. Q. Kt. takes P. 

12. Q. B. P. one square 

13. Q. B. P. one square J 

14. Q. to Q. B. third square 

15. K. castles. 


WHITE. 

7. P. takes P. 

8. Q. to K. B. fourth square 

9. R. to K. B. second square 

10. Q. P. two squares f 

11. Q. Kt. to Q. B. third sq. 

12. Q. B. to K. third square 

13. Q. Kt. to adv. Q. fourth sq. 

14. Q. to adv. K. Kt. fourth sq. 

15. Kt. to adv. K. second sq., 

checks, and wins the Q. 


^feentg-first ©ante. 


' WHITE. 

1. K. P. two squares 

2. K. B. to Q. B. fourth sq. 

3. Q. to K. second square 

4. Q. B. P. one square 

5. K. B. P. two squares 

6. K. Kt. to K. B. third sq.|) 


BLACK. 

1. K. P. two squares 

2. K. B. to Q. B. fourth sq. 

3. Q. P. one square 

4. Q. Kt. to Q. B. third sq. 

5. K. P. takes P. § 

6. K. Kt P. two squares f 


• Instead of this move, Black ought to take theP. with the Kt. 
t This and the succeeding moves are very skilfully played, 
t If he were to play the Kt. to Q. Kt fourth square, you must take it 
with the B. and then play Q. Kt. to adv. Q. fourth square. 

$ It would be better to take the K. Kt. 

|| Q. P. two squares would be rather better. 

% Thu is not a good move, the P. cannot be defended with safety, he 
ought to play Q. Kt. to K. fourth square. • 
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WHITB. 

7. K. R. P. two squares 

8. K. Kt to adv. K. Kt. fourth 

square 

9. Q. P. two squares 

10. Q. B. takes P. 

11. K. R. to K. B. square 

12. Q. Kt to Q.second square* 

13. Q. B. takes P. 

14. Q. to K. third square 

15. K. B. to adr. K. B. second 

square and checks 

16. Q. to K. B. fourth square 

17. Q. takes P. and checks 

18. Q. B. takes K. Kt and 

checks 

IQ. Q. takes Q. and will win. 


BLACK. 

7. K. Kt. P. one square 

8. K. Kt to K. R. third sq. 

9. K. B. to Q. Kt. third sq. 

10. Q. to K. second square 

11. K. B. P. one square 

12. P. takds K. Kt. 

13. Q. to K. Kt second square 

14. K. Kt to its square 

15. K. to Q. second square 

16. K.Kt to K. second square f 
17* K. to Q. square 

18. Q. Kt takes B. 


* Your position is so good that it is better to sacrifice the K. Kt than 
play it to K. R. third square. 

t If instead of this more he were to play Q. Kt to K. second square/ 
you should play as follows:— 

17. Q. takes P.and checks 17. K. to Q. £. third square. 

18. K. B. to adr. K. square, checks, and will checkmate the 

next move. 
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FIRST VARIATION, 

BEGINNING AT THE FIFTEENTH MOYE OF TH* BLACK. 


IJgittum of ttje &im$. 



WHITE BLACK. 

15. K. to K. B. square 

16. K. B. to adv. K. R. fourth 16. K. Kt. to K. B. third sq. 

sq. and checks with K. R. 

17. Q. B. to adv. K. R. third IT. Q. takes Q. B. 

square 

18. Q. takes Q., checks, and will win. 
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SECOND VARIATION, 

BEGINNING AT THE FIFTEENTH MOTE OF THE BLACK. 

See the preceding Diagram. 


WHITE. 

16 . R. takes Q. 

17* Q. to K. B. fourth square 
and checks 

18. K. castles 

19. R. to K* B. square 

20. Q. to adv. K. B. square and 

checks f 

21. R. to adv. K. B. third sq. 

and checks 

22. R. to adv. K. R. third sq. 

and checks 

23. Q. takes Kt. and checkmates 


BLACK. 

15. Q. takes K. B. 

16. K. takes R. 

17. K. to K. Kt. second square 

18. Q.B. to Q. second square* 

19. Q . B. to K. square 

20. K. to K. Kt. third square 

21. K. to K. R. fourth square J 

22. Kt. takes R. 


tRormp-stconfc ©ante. 


1. K. P. two squares 1. K. P. two squares 

2. K. B. to Q. B. fourth sq. 2. K. B. to Q. B. fourth sq. 

* If the Black attack the Q. B. with K. R. P. you should play as 
follows:— 

19. R. to K B. square 19. P. takes B. 

20. Q. takes P. and checks 20. K. to K. R. second square * 

21. R. checkmates. 

t The checkmate may be given one move sooner, by checking with the 
B. at adv. K. R. third square; if he does not take the B. he will be check¬ 
mated the next move, and if he take it, he will be checkmated in two 
moves. 

$ If the Kt. take the R. White will checkmate at adv. K. R. third sq. 
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WHITE. 

3. Q. to K. second square 

4. K. B. P. two squares 

5. K. R. takes K. B. 

6. Q. P. two squares 

7. K. Kt. P. one square 
.8. R. takes P. 

9. Q. Kt. to Q. B. third sq. 

10. K. B. takes K. B. P. and 

checks 

11. Q. B. to adr. K. Kt. fourth 

square 

12. Q. to K. B. third sq. and 

checks 

13. Q. B. takes Q. 

14. Q. to adv. K. B. fourth sq. 

and checks 

15. Q. to adr. K. Kt. fourth 


BLACK. 

3. Q. to K. second square 

4. K. B. takes K. Kt. 

5. K. P. takes P* 

6. Q. to adr. K. R. fourth sq. 

and checks t 

7. P. takes P. 

8. K. Kt. to K. B. third sq. 

9. K. Kt. to K. R. fourth sq. 

10. K. takes K. B. 

11. K. Ktrtakes K. R. 

12. K. to his Kt. third square 

13. K. Kt. to K. R. fourth 

square 

14. K. to his R. third square. 


square and checkmates. 


PIRST VARIATION, 

, BEOIHHINO AT THE FOURTH MOVE OF THE BLACK. 


1. if. P. two squares 

2. K, B, to Q. B. fourth sq . 

3. Q. to K. second square 

4. K. B. P. two squares 


1. K. P. two squares 

2. K. B. to Q. B. fourth sq . 

3. Q. to K. second square 

4. K. P. takes P.J 


* Q. P. one square is a better more, 
t This is not well played, he should more Q. P. 

I It is better to take the K. Kt. and then play Q. P. one square. 
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WHITI. 

5. K. Kt to K. B. third sq. 

6. K. R. P. two squares 

7. K. R. P. takes P. 

8. Q. Kt. to Q. B. third sq.f 

9. Q. P. two squares 

10. K. Kt. to K. R. fourth sq. 

11. K. Kt. to adv. K. B. fourth 

square 

19. P. takes K. B. 

13. Q. B. takes P. 

14. K. to his B. second square , 

15. K. B. to Q. Kt third sq. 

1<>. K. Kt to adr. Q. third sq. 

and checks 

17. Q. takes K. Kt. P. 

18. Kt to adv. K. B.. second sq. 

and checks 

19. Q. to adv. K. R. fourth 

square 

20. K. to his B. third square 

21. K. to his second square 


BUCK. 

5. K. Kt. P. two squares * * * § 

6. K. B. P. one square 

7. P. takes P. 

8. Q. B. P. one square J 

9. P. to adv. K. Kt. fourth sq. 

10. K. B. takes Q. P. 

11. K. B. takes Q. Kt and 

checks 

12. Q. to K. B. third square 

13. Q. takes P. and checks 

14. Q. Kt. P. two squares § 

15. Q. R. P. two squares 

16. K. to Q. square 

17. K. Kt. to K. second square 

18. K. to his square 

19. Q. to adv. Q. fourth square 

and checks 

20. Q. to adv. Q. B. third sq. 

and checks 

21. K. R. to K. B. square 


* It should be observed in this kind of Gambit, that the Gambit Pawn 
cannot be successfully supported. 

t White might also play K. R. to adv. K. R. fourth square, and Jf 
Black play K, R. P. one square. White must take the P. with the Kt.; if 
instead of K. R. P. one square. Black play P. to adv. K. Kt. fourth square, 
he will lose tbe Q. 

$ If instead of this move. Black were to play K. Kt. to K. B. third sq.. 
White most advance K. P. one square, and then play Q. Kt. to adv. Q. 
fourth square. 

§ It would be better to play K. R. P. two squares. White would not¬ 
withstanding have the best of the game. 
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WHITE. BLACX. 

22. Kt to adv. Q. third square 22. K. to Q. square 

and checks 

23. Q. to adv. K. square and 23. R. takes Q. 

checks 

24. Kt. to adv. K. B. second square and checkmates. 


SECOND VARIATION, 

BEGINNING AT THE SIXTH MOVE OF THE FIRST VARIATION. 


1. K. P. two squares 

2. K. B. to Q. B. fourth sq. 

3. Q. to K. second square 

4. JT. B. P. two squares 

5. K. Kt. to K. B. third sq. 

6 . Q. P. two squares 

7. Q.B.P. one square 

8 . K. R. P. two squares 

9 . K. R. P. takes P. 

10 . K. Kt. P. one square* 

11 . K. Kt. to adv. K. fourth sq. 

12 . Q. to K. third square 

13. K. Kt. to adv. K. Kt. third 

square 

14. K. Kt. takes K. R. 

15. K. P. one square 

16 . Q. to adv. K. Kt. fourth sq. 

17. Q. to adv. K. R. fourth sq. 

and checks 

18. Q. takes K. R. P. 


1. K . P. two squares 

2. K. B.to Q.B. fourth ignore 

3. Q. to K. second square 

4. K- P. takes P. 

5. K. Kt. P. two squares 

6. K. B. to adv. Q. Kt. fourth 

square and checks 

7. K. B. to Q. R. fourth sq. 

8. K. B. P. one square 

9. P. takes P. 

10. P. to adv. K. Kt. fourth sq. 

11. P. to adv. K. B. third sq. 

12. K. Kt. to K. B. third sq. 

13. Q. to K. Kt. second square 

14. Q. takes K. Kt. 

15. K. Kt. to its square 

16. K. Kt. to K. second square 

17. K. to Q. square 

18. Q. takes Q. 


• You might also play K. Kt. to adv. K. fourth square. 
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BLACK* 


19. R. takes Q. 

20. K. P. one square 

21. R. to adv. K. R. square 

and checks 

22. Q.B. to adv. K. Kt. fourth 

square and checks 

23. R. takes Kt. and checkmates. 


19. Q. P. one square * 

20. Q. P. one Square + 

21. K. Kt to its square 

22. K. to his square* 


THIRD VARIATION,J 

BEGINNING AT THE EIGHTH MOVE OF THE SECOND VARIATION. 


1. K. P. two squares 

2. K B. to Q. B. fourth sq. 

3. Q. to K. second square 

4. K. B. P. two squares 

5. K. Kt. to K. B. third sq. 

0. Q. P. two squares 

7* Q. B. P. one square 

8. K. R. P. two squares 

9. K. Kt to adv. K. Kt fourth 

square 

10. Q. B. takes P. 

11. K. castles 

12. Q. B. takes P. 

13. Q. to K. third square 

14. K. R. to adv. K. B. second 

square 


1. K. P. two squares 

2. K. B. to Q. B. fourth square 

3. Q.loK. second square 

4. K. P . takes P. 

5. K. Kt. P. two squares 

6. K. B. to ado . Q. Kt. fourth 

square and checks 

7. K. B. to Q. R. fourth sq. 

8. K. Kt. P. one square 

9. K. Kt. to K. R. third sq. 

10. K. B. P. one square 

11. P. takes K. Kt. 

12. Q. to K. Kt. second sq. 

13. K. Kt. to its square 

14. Q. to K. Kt. third square 


* It would be better to play this P. two squares, 
t Q. B. P. two squares would be much better. 
t This variation is extremely well played by the White. 

L 
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WHITE. 

15. Q. to K. B. fourth square 

16 . R. to adv. K. B. square and 

checks 

17. K. B. to adv. K. B. second 


BLACK, 

15. Q. P. one square 

16. K. to Q. second square 

17. Q. to K. Kt. second square 

18. K. to his third square. 


square 

18. K. B. to adv. K square and 

checks. 

19 . Q. P. one square and checkmates. 


FOURTH VARIATION, 

BEGINNING AT THE FIFTH MOVE OF THE FIRST VARIATION. 


1. K. P. two squares 

2. K. B. to Q. B. fourth square 

3. Q. to K. second square 

4. K. B. P. two squares 

5. K. Kt. to K B. third sq. 

6. Q. P. two squares 

7. Q. B. P. one square 

8. K. P. one square 

9 . K. castles 

10. K. Kt. to K. square 

11. K. Kt. to Q. third square 

12. Q. Kt. to Q. second sq. 

13. Q. Kt. to K. fourth square 

14. Q. Kt. to adv. Q. third sq.t 

15. Q. Kt. to adv. K. B. fourth 


1. K. P. two squares 

2. K. B. to Q. B. fourth sq. 

3. Q. to K. second square 

4. K. P. takes P. 

5. K. Kt. to K. B. third sq r , 

6. K. B. to adv. Q. Kt fourth 

square and checks 

7. K. B. to Q. R. fourth sq. 

8. K. Kt. to K. R. fourth sq. 

9. K. castles 

10. Q. to adv. K. R. fourth sq. 

11. K. Kt. P. two squares 

12. Q. B. P. one square 

13. K. to Q. R. square* 

14. Q. Kt. to Q. R. third sq. 
wins the Q. and the game. 


* The reason this move is made, is to prevent the White from taking the 
Kt. with the Q. and then playing K, Kt. to adv. K. B. third square. 

t The situation of this Knight is sufficient to decide the game in favour 
of the White. 
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FIFTH VARIATION, 

BEGr'.'UNG AT THE THIRTEENTH MOVE OF THE FOURTH VARIATION. 

Voftttum of tf)e Uteceo. 



WHITE 

14. K. B. to Q. Kt. third sq. 

15. Q. takes K. Kt. 

16. Q. Kt. to adv. K. B. third 

square and checks 
17 - Kt. takes Q. and will win. 


BLACK. 

13. Q. Kt. P. two squares 

14. K. B. to Q. B. second sq.’ 

15. Q. takes Q. 

16. K. to his Kt. second sq. 


• If he were to play this Bishop to Q. square, you would win a piace 
by playing Q. Kt to adv. Q. third square. 
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SIXTH VARIATION, 

BEGINNING AT THE THIRTEENTH MOVE OF THE FOURTH VARI/^ION. 
See the preceding Diagram . 


WHITE. BLACK. 

13. K. Kt. to its second square 

14. K. Kt. takes P. 14. P. takes K. Kt. 

15. R. takes P. 15. Q. to K. second square 

16. Q. Kt. to adv. K. B. third 16. K. to his R. square. 

square and checks 

17* Q. to K. fourth square, and will checkmate at adv. K. R. 
second square, or will gain the Q. 


®toentg*tij(rtr (tame. 


1. K. P. two squares 

2. Q. P. two squares 

3. K. B. to Q. third square 

4. K. Kt. to K‘ B. third sq. 

5. K. R. P. two squares 

6. K. P. one square+ 

7. K. B. takes K. R. P. and 

checks 


1. K. P. one square * 

2. K. Kt. to K. B. third sq. 

3. Q. Kt. to Q. B. tjaird sq. 

4. K. B. to K. second square 

5. K. castles 

6. K. Kt. to Q. fourth square 

7. K. takes K. B. J 


• This method of opening the game is bad, as it confines the pieces, and 
enables the adversary to crowd the game. 

t This and the following moves of the White are extremely well played. 
t Should he refuse to take B. you must still play K. Kt. to his K. Kt. 
fourth square, in order to play afterwards Q. to adv. K. R. fourth sq., &c. 
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WHITE. BLACK. 

8. K. Kt. to adv. K. Kt fourth 8. K. B. takes K. Kt* 
square and checks 

9» K. R. P. takes K. B. and 9. K. to K. Kt square 
checks with K. R. 

10. Q.* to adv. K. R. fourth sq. 10. K. B. P. two squares 

11. P. to adv. K. Kt third sq. 11. K. R. to K. square. 

12. Q. to adv. K. R. square and checkmates. 


FIRST VARIATION, 

BEGINNING AT THE EIGHTH MOVE OF THE BLACK. 

1. K. P. two squares 1. K. P. one square 

2. Q. P. two squares 2. K. Kt. to K- B. third sq. 

3. K. B. to Q. third square 3. Q. Kt. to Q. B. third sq. 

4. K Kt. to K. B. third sq. 4. K B. to K. second square 

5. K. R. P. two squares 5. K. castles 

6. K. P. one square 6. K. Kt. to Q. fourth square 

7. K. B. takes K R. P. and 7 . K. takes K B. 

checks 

8. K. Kt. to ado. K. Kt. fourth 8. K. to K. Kt third sq. 

square and checks 

9. K. R. P. one square and 9. K. to K. B. fourth square 

checks (Or A). 

10. K. Kt P. two squares and checkmates* 

* If instead of taking the Kt he play the K. to his R. or Kt square, 
yon must play the Q. to adv. K. R. fourth square; if he play the K. to his 
R. third square he will lose the Q., and if the K. to K. Kt third square 
see the first variation. 
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(Or A) 

WHITE. BLACK. 

9. K. to K. R. third square 

10. Kt. takes K.B.P. and checks 10. K. to K. R. second square. 

11. Kt. takes Q. and will win. 


SECOND VARIATION, 

BEGINNING AT THE NINTH MOVE OF THE BLACK. 

1. K. -P. two squares 1. K. P. one square 

2 . Q. P. two squares 2. K. Kt. to K. B. third sq. 

3. K. B. to Q. third square 3 . Q. Kt. to Q. B. third sq. 

4. K. Kt. to K.B . third square 4. K. B. to K. second square 

5. K. R. P . two squares 5. K. castles 

6 . K. P. one square 6 . K. Kt. to Q .fourth square 

7. K. B. takes K. R. P. and 7* K takes K. B. 

checks 

8 . K. Kt. to ado. K. Kt.fourth 8 . K. B. takes K Kt.' 

square and checks 

9* K R. P. takes K B. and 9. K. to K. Kt. third square 
checks 

10. Q. to adv. K. R. fourth sq. 10. K. to K. B. fourth square 

and checks 

11. Q. to adv. K. R. second sq. 11. K. Kt. P. one square 

and checks * 

12. Q. to K. R. third sq. and 12. K. to adv. K. fourth sq. 

checks 

13. Q. to Q. third square and checkmates. 

• 1 his is a useless move, you should check with the Q. at K. R. third 
square, &c. as Black Cannot play K. to his Kt. third square without being 
checkmated on the move. 
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^foenty-fouttf) (Same. 


WHITE. 

1. K. P. two squares 

2. Q. P. two squares 

3. K. B. to Q. third square 

4. Q. B. to K. third square 

5. K. B. P. two squares 

6. K. Kt. to K. B. third sq. 

7. Q. B. P. two squares 


BLACK. 

1. Q. Kt. P. one square • 

2. Q. B. to Q. Kt. second sq. 

3. Q. Kt. to Q. B. third sq. 

4. K. Kt. P. one square 

5. K. B. to K. Kt. second sq. 

6. K. Kt. to K. B. third sq. 

7. K. castles. 


8. Q. Kt. to Q. B. third square, and afterwards castling on the 
Q. side, and advancing the Pawns on the K. R. side, will 
win the game.f 


VARIATION, 

BEGINNING AT THE THIRD MOVE OF THE BLACK. 


1. K. P. two squares 

2. Q. P. two squares 

3. K. B. to Q. third square 

4. K. P. takes K. B. P. 

5. Q. to adv. K. R. fourth sq. 

and checks 


1. Q. Kt. P . one square 

2. Q. B. to Q. Kt. second sq. 

3. K. B. P. two squares 

4. Q. B. takes K. Kt. P. 

5. K. Kt. P. interposes 


9 This is also a bad method of opening the game, 
t Black has certainly a weak game, his pieces are confined, and the 
advance oi his K. Kt. P. will enable you easily to break through his Pawns 
on the K. R. side. 
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WHITE. BLACK. 

6. P. takes P. 6. K. Kt. to K. B. third sq.* * * § 

7. P. takes P. and checks with 7* K. Kt takes Q. 

the Q.f 

8. K. B. to adv. K. Kt. third square and checkmates. 


©amt. 


1. K. P. two squares 

2. K. B. P. two squares 

3. K. P. takes Q. P. 

4. Q. Kt. to Q. B. third sq. 

5. K. Kt. to K. B. third sq. 

6. K. to K. B. second square § 

7. Q. P. two squares 

8. K. B. to adv. Q. Kt. fourth 

square and checks 
g. K. R. to K. square 
10. K. R. to adv. K. square and 


1. K. P. two squares 

2. Q. P. two squares % 

3. Q. takes P. 

4. Q. to K. third square 

5. P. takes P. and ckecks with 

the Q. 

6. K. B. to Q. B. fourth sq. 

and checks || 

7. K. B. to Q. third square 

8. K. to K. B. or to Q. square 

(Or A 

g. Q. to K. B. fourth square. 


* Instead of this move, he should play K. B. to K. Kt second square, 
he would, however, even then, have a bad game. 

t This is well played, far better than advancing the P. on the R. which 
to many players would appear the best move. 

$ This move is frequently played by those who wish to avoid the attack 
of the gambit ; it is good play when the party receives the odds of a piece, 
but between even players it is better to take the P. 

§ This is a good move; it frequently happens that it is better to move 
the K. when attacked, than interpose a piece. 

|| This is decidedly a bad move, as the Bishop is forced to remove im¬ 
mediately ; it would be better to play the B. toK. second square, orQ. B. P* 
one square. 
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(Or A) 

WHITE. BLACK. 

8. Q. B. P. one square. 

9. K. R. to K. square and will win the Q. 


€ffame. 


1. K. P. two squares 

2. K. B. P. two squares 

3. K. Kt. to K. B. third sq. 

4. Q. B. P. one square 

5. Q. P. two squares 

6. P. takes P. 

7. K. to his B. second sq. J 

8. Q. R. P. one square 

9. Q. Kt. P. two squares 

10. K. B. to adv. Q. Kt. fourth 

square and checks 

11. K. R. to K. square 

12. R. to adv. K. square and checkmates. 


1. K. P. two squares 

2. K. B. to Q. B. fourth sq.* 

3. Q. P. one square 

4. Q. to K. second square 

5. K. P. takes Q. P. 

6. Q. takes K. P. and checks f 

7. K. B. to adv. Q. Kt. fourth 

square 

8. K. B. to Q. R. fourth sq. 

9. K. B. to Q. Kt. third sq. 

10. K. to his B. or to Q. sq. 

(Or A) 

11. Q. to K. B. fourth square. 


(Or A) 

10. Q. B. P. one square 

11. K. R. to K. square and will gain the Q. 

* It is better to take the Pawn. 

t The Black loses the game by this move; he ought to have checked 
with the K. B. 

X Many players would think this a bad move, and instead of it would 
interpose the K. B. or the Q.; the remaining moves shew how decidedly 
better play it is to move the King, as Black cannot now avoid - the loss of a 
piece. 

M 
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WHITE. 

1. K. P. two squares 

2. l£. B. P. two squares 

3. Q. Kt. to Q. B. third sq. 

4. Q. P. two squares 

5. K. B. to Q. third square 

6. Q. to K. second square 

7. K. P. one square 

8. P. takes K. Kt. 

9. P. takes Q. 

10. Q. R. P. one square 

11. Q. B. to Q. second square 


BLACK. 

1. K. P. two squares 

2. K.' Kt. to K. B. third sq.* 

3. P. takes P. 

4. K. B. to ad?. Q. Kt. fourth 

square 

5. Q. to K. second square 

6. Q. Kt to Q. B. third sq. 

7. Q. Kt takes Q. P. 

8. Kt takes Q. 

9. Q. Kt takes Q. Kt 

10. K. B. to Q. R. fourth sq. 
will win. 


VARIATION, 

BEGINNING AT THE SEVENTH MOVE OF THE BLACK. 


1. K. P. two squares 

2. K. B. P. two squares 

3. Q. Kt. to Q. B. third sq. 

4. Q. P. two squares 

5. K. B. to Q. third square 

6. Q. to K. second square 
7» K. P. one square 

8. Q. B. to Q. second square 


1* K. P. two squares 

2. K Kt. to K. B. third sq. 

3. P. takes P . 

4. K. B. to ado. Q. Kt. Jourlh 

square 

5. Q. to K. second square 

6. Q. Kt. to Q. B. third square 

7. K, Kt to Q. fourth square 

8. Q. Kt. takes P.f 


to exchange Knights. 


* It is better play to take the Pawn, 
t This is not well played; it would be better 
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WHITE. BLACK. 

9. Q. Kt takes K. Kt. 9. Q. to adv. K. R. fourth sq. 

and checks • 

10. K. Kt. P. one square 10. P. takes P. 

11. Q. to K. Kt. second square 11. P. takes P.and checks with 

theQ. 

IE. K. to his 6. square 12. P. takes K. Kt. becomes a 

Q. and checks 

13. Q. takes Q. 13. Q. to her square 

14. Q. takes K. Kt P. 14. K. R. to K. fi. square 

15. Kt to adv. K. B. third sq. 15. K. to his second square 

and checks + 

16. Q. B. takes K. B. and 16. Q. P. one square 

checks 

17. P. takes P. and checks 17. P. takes P. 

18. Kt to adv. Q. fourth square 18. K. to his square 

and checks 

19* Q. takes Kt. 19. Q. B. to K. third square 

20. K. B. to adv. Q. Kt. fourth 20. Q. B. to Q. second square 

square and checks 

* If instead of this move he were to take your Q. B. you must take his 
B. with your King. 

t You might also play as follows;— 

15. Q. B. to adv. K. Kt fourth sq. 15. If he play K. B. to K. second 

square, you will evidently win 
the Queen, therefore, K. B. P. 
one square 

16. K. B. 'to adv. K. Kt third sq. 16. P. takes B. 

and checks 

17. Q. takes P. and checks 17. K. H to K. B. second square 

18. K. R. to adv. K. R. square and 18. K. B. interposes 

checks 

19. K. R. takes K. B. and checks 19. K. takes R. 

20. Q. B. checks 20. K. to his square 

21. Q. to adv. K. Kt. square and 21. K. R. interposes. 

checks 

22. Q. takes R. and checkmates. 


Digitized by Google 



84 


WHITE. BLACK. 

21. Q. to K. fourth‘square and 21. Q. toK. second square. 

checks 

22. Q. takes Q. and checkmates.* 


KING’S GAMBIT. 

ffiarne. 


1. K. P. two squares 

2. K. B. P. two squares 

3. K. Kt. to K. B. third sq. 

4. K. B. to Q. B. fourth sq. 

5. K. Kt. to adv. K. fourth 

square t 

6. K. to K. B. square 

7. Q. P. two squares 

8. K. Kt. to Q. third square 

9. K. Kt. P. one square 

10. K. to K.B. second square § 


1. K. P. two squares 
9* K. P. takes P. 

3. K. Kt. P. two squares 

4. K. Kt. P. one square 

5. Q. to adv. K. R. fourth sq. 

and checks 

6. K. Kt. to K. R. third sq. 

7. Q. P. one square 

8. K. P. to adv. K. B. third sq. 

9. Q. to adv. K. R. third sq. 

and checksj 

10. Q. to adv. K. Kt. second 

square and checks 


* This game is skilfully played by the White. 

t If the White, instead of this move, were to castle, and Black to take 
the Kt., it would constitute the Muzio Gambit, a game of which the attack 
is so powerful in the hands of a skilful player, that very few, even among 
the best players, can withstand it. 

t It is wrong to give this check, it would be better to play Q. to K. 
second square. 

$ It is better to play K. to his square as in the first variation. 
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WHITE. 

11. K. to K. third square 
IS. K. Kt. to K. B. fourth sq. 

13. K. B. to its square 

14. K. B. to adv. Q. Kt. fourth 

square and checks 

15. K. B. takes P. and checks 

16. Q. takes Q. and will win. 


BUCK. 

11. K. Kt to its square * 

IS. K. B. to K. R. third sq. 

13. Q. takes K. R. 

14. Q. B. P. one square 

15. P. takes K. B. 


FIRST VARIATION, 

BEGINNING AT THE TENTH MOVE OF THE WHITE. 

1. K. P. two squares 1. K. P. two squares 

2. if. B. P. two squares 2. if. P. takes P. 

3. K'• Kt. to K . B. third sq. 3. K. Kt. P. two squares ' 

4. K. B. to Q. B. fourth sq. 4. K. Kt. P. one square 

5. K. Kt. to adv. K. fourth sq. 5 . Q. to adv. K. R. fourth sq. 

and checks 

6. K. to K. B. square 6 . K. Kt. to K. R. third square 

7- Q. P. two squares 7. Q. P. one square 

8. K. Kt. to Q. third square 8. K. P. to adv. K. B. third 

square 

9. K. Kt. P. one square 9. Q. to adv. K. R. third sq. 

and checks 

10. K. to his square 10. Q. to adv. K. Kt. second sq. 

11. K. Kt to K. B. second sq. 11. Q. Kt to Q. B. third sq. 

IS. K. B. to its square, winning the Q. 

• Black would do better to play Q. to adv. K. second square. 
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SECOND VARIATION, 

BEGINNING AT THE TENTH MOVE OF THE FIRST VARIATION. 


WHITE. 

1. K. P. two squares 

2 . K. B. P. two squares 

3. K. Kt. to K. B. third sq. 

4. K. B. to Q. B. fourth sq. 

5. K. Kt. to ado. K. fourth sq. 

6. K. to K. B. square 

7 . Q. P. two squares 

8. K. Kt. to Q. third square 
g. K. Kt. P. one square 

10. K. to his square 

11. K. Kt. to K. B. fourth sq. 

12. Q. B. to Q. second square 

13. K. Kt. to adv. Q. fourth sq. 

14. K. B. to Q. third square 

15. Q. B. to K. third square § 

16. Q . Kt. P. two squares 


BLACK. 

1. K. P. two squares 

2. K. P. takes P. 

3. K. Kt. P. two squares 

4. K. Kt. P. one square 

5. Q. to adv. K R. fourth sq. 

and checks 

6. K. Kt. to K. R. third sq. 

7. Q. P. one square 

8. K P. to adv. K. B . third sq. 

9. Q. to adv. K R' third sq. 

and checks 

10. Q. to K. R. fourth square • 

11. Q. to Q. R. fourth square 

and checks t 

12. Q. to Q. Kt. third square 

13. Q. takes Q. P. J 

14. Q. to Q. B. fourth sq. to 

preserve both Rooks 

15. Q. to Q. R. fourth square 

and checks 

16. Q. to adv. Q. R. fourth sq. 


* If he were to play any other piece, White would win the Queen by 
playhig K. Kt. to K. B. fourth square. 

f It would be better to play Q. to K. Kt fourth square, as White can 
obtain no material advantage by removing the Kt. and attacking the Q. with 
Q.B. 

$ If he take Q. Kt. P., you will win the Q. by playing Q. B. to its 
third square; and if he play Q. to Q. B. third square, you will also win the 
Q. by playing K. B. to adv. Q, Kt fourth square. 

§ You would win the Queen sooner by playing Q. B. to Q. Kt. fourth 
square. 
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WHITK. BLACK. 

17* K. B. to adv. Q. Kt fourth 17 . Q. takes K. B. 
square and checks 

18. K. Kt. takes K. B. P. and 18. K. to Q. square, 
checks 

19* K. Kt. takes Q. and will win. 


THIRD VARIATION, 

BEGINNING AT THE TWELFTH MOVE OF THE SECOND VARIATION. 


1* K.p. two squares 
*• K* B. P. two squares 

3. K Kt. to K. B. third sq. 

4. K. B. to. Q. B.fourth sq, 

5. K, Kt, to ado, K, fourth sq. 

6. K. to K. B, square 
7* Q. P. two squares 

8. K, Kt. to Q, third square 
9• K. Kt, P. one square 

10. K. to his square 

11. K. Kt, to K. B. fourth sq. 

12. Qv B. to Q. second square 

13. Q. Kt. to Q. R. third sq. 

14. K. Kt. to adv. Q. fourth sq. 

15. Q. Kt. P. one square 

16. Q. B. to Q. Kt. fourth sq. 

17. Q, R. to Q. Kt. square 

18. Q. R. to its square 

19. Q, B. to its third square 


1. K. P, two squares 

2 . K. P. takes P, 

9 

3. K. Kt. P . two squares 

4. K. Kt. P. one square 

5. Q. to adv. K R. fourth sq. 

and checks 

6. K. Kt. to K. R. third sq. 

7* Q. P. one square 

8. K p. to adv. K B. third sq. 

9 . Q. to adv. K. R. third sq. 

and checks 

10 . Q. to K. R. fourth square 

11 . Q. to Q. R. fourth square 

and checks 

1 2. Q. to adv. Q. R. fourth sq. 

13. Q. B. P. one square * 

14. Q. Kt P. two squares 

15. Q. takes Q. Kt. 

16 . Q. to adv. Q. Kt. second sq. 

17. Q. takes Q. R. P. 

18. Q. to adv. Q.Kt. second sq. 

19 . Q. takes Q. R. 


• Q. to K. second square is a better move. See the fourth variation. 
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WHITE BLACK, 

20. Q. takes Q. 20. Q. B. P. takes Kt. 

21. K. B. takes P. at adv. Q. 21. Q. Kt. toQ. second square. 

fourth square 

22. K. B. takes Q. R. and will win. 



FOURTH VARIATION, 

BEGINNING AT THE THIRTEENTH MOTE OF THE THIRD VARIATION. 

^Position of tfje fyicm. 


13. Q. to her second square 

14. K. Kt. to adv. Q. fourth sq. 14. K.B. to K. Kt. second sq.* * 

* Black by this move evidently loses a piece, he ought to have played 
K. Kt. to its square. 
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WHITE. BLACK. 

15. Q. B. takes K. Kt. 15. K. B. takes Q. B. 

16. K. Kt. to adv. K. B. third 16 . K. to K. B. square. 

square and checks 

17. Kt. takes Q. and will win. 


®foentp-nfatfj Game. 


1. K. P. two squares 

2. K. B. P. two squares 

3. K. Kt. to K. B. third sq* 

4. K. B. to Q. B. fourth sq. 

5. Q. P. two squares 

6. Q. Kt. to Q. B. third square 

7. K. E. P. two squares 

8. P. takes P. 

9. R. takes R. 

10. K. Kt. to adv. K. fourth sq.* 

11. Q. to adv. K. R. fourth sq. 

12. Q. P. takes P. 

13. P. to adv. K. third square 

14. P. takes K. B. P. and checks 


1. K. P. two squares 

2. K. P. takes P. 

3. K. Kt. P. two squares 

4. K. B. to K. Kt. second sq. 

5. Q. P. one square 

6. Q. B. P. one square 

7. K. R. P. one square 
•8. P. takes P. 

9 K. B. takes R. 

10. Q. P. takes K. Ktf 

11. Q. to K. B. third square 

12. Q. to K. Kt. second square 

18. K. Kt. to K. B. third sq.J 
14. K. to K. B. square § 


* This move is ingenious, and may be ventured agaiust an inferior player, 
but if the Black play properly. White will lose the game, 
t It would be bad play to take the Kt with the B. 

$ Black might also play, 

13. Q.B. takes P. 

14. K. B. takes Q. B. 14. K. Kt. to K. B. third square 

15. K. B. takes K. B. P. and checks 15. K. to K. B. square 

16. Q. removes. 16. Takes K. B. and has the best of 

the game. 

$ In the first variation the K. is moved to his second square, which is 
better play. 

•N 
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WHITE. BLACK. 

15. Q. B. takes P. at K. B. 15. K. Kt. takes Q.* 

fourth square 

16 . Q. B. to adv. Q. third sqtiare and checkmates. 


FIRST VARIATION, 

BEGINNING AT THE FOURTEENTH MOVE OF THE BLACK. 

position of tf>e Uteres. 



14. K. to K. second square 

15. Q. to K. second square 15. Q. B. to K. third square t 

* If the P. take the Q. B. White will checkmate with the Queen, 
t This is not a good move; it would be better to play the B. to adr. 
K Kt. fourth square. 
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WHITE. 

16 . K. B. takes Q. B. 

17* Q* to Q. B. fourth sq. and 
checks 

18. Q. to Q. Kt. fourth square 
and checks 

19* Q- takes Q. Kt P. and 
checks 

20 . Q. takes Q. R. and will win. 


BLACK. 

l 6 . K. takes K. B. 

17» K. to K. second square • 

18. K. takes P. 

19* Q. Kt. to Q. second square. 


SECOND VARIATION, 

BEGINNING AT THE FOURTEENTH MOVE OF THE BLACK. 
See the preceding Diagram. 


15. Q. takes K. Kt. P. 

16 . P. one square becomes a Q. 

and checks 

17. Q. takes K. B. 

18. Q. takes K. Kt 

19. Q. to adv. K. B. second sq. 

and checks 

20 . Q. B. to K. B. fourth sq. 

and checks 


14. K. toQ. square 

15. Q. takes Q. 

16. K. to Q. second square t 

17 . Q. takes K. Kt. P. J 

18. P. to adv. K. B. third sq. 

19 . K. to Q. third square§ 

20 . K. to Q. B. fourth square 


• If Black play the K. to his fourth square, or to Q. second square, you 
must in the former case play Q. to adv. Q. B. fourth square, and then ad¬ 
vance the P. to Q. j and in the latter case, Q. to Q. Kt. fourth square, &c. 

t If he were to play the K. to Q. B. second square, you might play 
Q. Kt to K. second square. 

{ This is bad play, as he loses the Kt. for the Pawn; it would be better 
to move the K. to Q. B. second square. 

$ If he play the K. to Q. square, you may check with the Q. at adv. 
K. Kt square, then exchange Queens, &c. 
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WHITE- BLACK. 

21. Kt. to Q. R. fourth square 21. K. to adv. Q. fourth square 

and checks * (Or A) 

22. Q. B. P. one sq. and checks 22. K. takes K. P. 

23. Kt. to adv. Q. B. fourth square and checkmates. 

(OrA) 

position of tje flieceo. 


* The checkmate may be easily given in three moves, ex. gr. 

21. Q. B. to K. third square and 21. K. to Q. third square (Or A) 

checks 

22. R. to Q. squaroand checks 22. K. to his fourth square. 

23. Q. B. to K. B. fourth square and checkmates. 

(Or A) 

21. K. to a^v. Q. Kt. fourth sq; 

22. Q. R. P. one square and checks 22. K. to Q. R. fourth square. 

23. Q. Kt. P. checkmates. 
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WHITE. BLACK. 

21. K. to adv. Q. Kt. fourth sq. 

22. Q. B. to Q. second square 22. K. takes Kt. 

and checks 

23. Q. Kt. P. one square and 23. K. to adv. Q. R. third sq. 

checks 

24. Q. to adv. K. second sq. 24. K. to adv. Q. Kt. second 

and checks square 

25. Q. to adv. K. fourth square 25. K. takes Q. B. P. (Or B). 

and checks 

26 . R. checkmates at Q. B. square. 

(Or B) 

25. K. to adv. Q. R. third sq. 

26. Q. B. to its sq. and checks 2 6 . K. to adv. Q. Kt. fourth sq. 

27 . Q. B. P. one square and checkmates. 


UPbixtkfb (Same. 


WHITE. BLACK. 

1. K. P. two squares J. K. P. two squares 

2. K. B. P. two squares 2. K. P. takes P. 

3. K. Kt to K. B. third sq. 3. K. Kt. P. two squares 

4. K. R. P. two squares # 4. K. Kt. P. one square t 

5. K. Kt. to adv. K. fourth sq. 5. K. R. P. two squares I 

• This is not so good a move as K. B. to Q. B. fourth square; it may, 
however, be played without much danger. 

t If he play K. B. P. one square, you must take the P. with the Kt. 
t It is much better to play Q. to K. second square, and then K. B. P. 
two squares. 
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wHim 

6. K. B. to Q. B. fourth sq. 

7. Q. P. two squares 

8. Q. B. takes Gambit P. 

9. K. Kt. P. one square 

10. K. R. takes K. R. P. 

11. P. takes K. B. 

12. K. Kt. takes K. Kt. P. 

13. Q. takes Q. B. 

14. K. R. takes R. and checks 

15. K. R. takes Q. 

16. K. B. takes K. B. P. 

17. Q. B. P. one square 

18. K. B. to Q. Kt. third sq. 

19. K. to K. B. second square 

20. K. to K. B. third square ai 


BLACK. 

6. K. Kt. to K. R. third sq. 

7. K. B. to K. second square 

8. K. B. takes K. R. P. and 

checks # 

9. K. B. to K. Kt. fourth sq. 

10. K. B. takes Q. B. 

11. Q. P. one square 

12. Q. B. takes K. Kt 

13. K. Kt. takes Q. 

14. K. to K. second square 

15. K. takes K. R. 

16. Q. Kt. to Q. B. third sq. 
17* K. to K. second square 

18. K. Kt. toadV. K. third sq.f 

19. K. Kt. to adv. K. Kt. fourth 

square and checks, 
will win. 


^trig-first ©ante. 


1. K. P. two squares 

2. K. B. P. two squares 

3. K. Kt. to K. B. third sq. 

4. K. B. to Q. B. fourth sq. § 

5. K, R. P. two squares 


1. K. P. two squares 

2. K.P. takes K. B.P. 

3. K. R. P. one square } 

4. K. Kt. P. two squares 

5. K. B. P. one square |( 


• Q. P. one square is preferable. 

t Tins and the next move of the Black are completely lost moves, it 
would be better to play the R.; Black has, however, a bad game. 

X This is not so good a move as K. Kt. P. two squares. 

$ K. R. P. two squares is better. 

|| K. B. to K. Kt. second square is the proper move. 
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BLACK. 


6. K.Kt. takes K.Kt. P.* * * § 


6 . K. B. P. takes K. Kt.f 


7 . Q. to adv. K. R. fourth sq. 7 . K. to K. second square 

and checks 

8 . Q. to adv. K. B. second sq. 8 . K. to Q. third square 

and checks 

9 . Q. to adv. Q. fourth square 9. K. to his second square. 

and checks 

10 . Q. to adv. K. fourth square and checkmates. 


FIRST VARIATION, 

BEGINNING AT THE FIFTH MOVE OF THE BLACK. 


1. K. P. two squares 

2. K* B. P. two squares 

3. K • Kt. to K. B. third sq . 

4. K. B. to Q. B. fourth sq. 

5. K. R. P. two squares 

6. K. Kt. to adv. K. fourth sq. 

7. Q. P. two squares 

8 . K. Kt. to Q, third square 

9 . K. Kt. P. one square § 

10 . K. Kt. to K. B. fourth sq. 


1 . K. P. two squares 

2. K. P. takes P. 

3. K. R . P. one square 

4. K. Kt. P. two squares 

5. K. Kt. P. one square J 

6 . K. R. to its second square 

7. Q. P. one square 

8 . P. to adv. K. B. third sq. 

9 . Q. to K. second square 

10 . Q. takes K. P. and checksjj 


* You ought to play the Kt. to adv. K. fourth square, 

t He ought to take with K. R. P. 

$ It would be better to play K. B. to K. Kt. second square. 

§ Instead of this move, you should take the P. 

|| It frequently happens, as in the present instance, that taking the K. P. 
with the Queen is very bad play; he ought to have played Q. B. P. one 
square. 
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WHITE. BLACK. 

11 . K. to K. B. second square 11 . Q. to Q. B. third square 

12 . Q. to Q. third square 12 . R. to K. Kt. second square. 

13. K. B. to adv. Q. Kt. fourth square and will win the Q. 


SECOND VARIATION, 

BEGINNING AT THE SIXTH MOVE OF THE BLACK. 

P. two squares 1 . K, P. two squares 

B. P. two squares 2. K. P • takes K. JB. P. 

Kt. to K. B. third sq. 3. K R- P. one square 

B. to Q. B. fourth sq . 4. K. Kt. P. two squares 

R. P. two squares 5. K. B. P. one square 

Kt . takes K Kt . P. 6 . Q. to K. second square 

to adv. K. R. fourth sq. 7. K. to Q. square 

and checks 

8 . K. Kt. to adv. K. B. second 8 . K. to K. square 

square and checks 

9 . K. Kt. takes K. R. and g. K. to Q. square 

checks with the Q. 

10 . K. Kt. to adv. K.B. second 10 . K. to his square 

square and checks 

11 . K. Kt. takes K. R. P. and 11 . K. to Q. square. 

checks 

12 . K. Kt. takes Kt. and will win. 
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3H){rtg*8econ& (Same. 


WHITE. 

1 . K. P. two squares 

2 . K. B. P. two squares 

3. K. Kt. to K. B. third sq. 

4. K. R. P„ two squares 

5. K. B. to Q. B. fourth sq. 

6 . K. Kt. to adv. K. Kt. 

fourth square 

7« K. B. to Q. Kt. third sq. 

8. K. Kt to K. R. third sq. 

9 . Q. P. two squares 

10 . K. Kt. takes Gambit P. 

11. R. takes K. Kt.t 

12 . K. Kt to adv. K. Kt third 

square 

13. K. B. to adv. K. Kt. sq. 

14. Q. takes K. R. P. 

15. Kt to adv. K. fourth sq. 

and checks with the Q. 

16 . Q. to adv. K. B. second sq. 

* and checks 

17. Kt to Q. B. fourth square 

and checks 

18. Q. to adv. Q. fourth square 


black._ 

1. K. P. two squares 

2 . K. P. takes P. 

3. K. Kt. to K. second square * 

4. K. R. P. two squares 

5. K. Kt. to its third square 

6. K. Kt. to K. fourth square 

7. K. B. P. one square 

8 . K. Kt. to its third square 

9 . K. Kt. takes K. R. P. 

10. K. Kt. P. two squares 

11. P. takes R. 

12. K. R. to its second square 

13. K. R. to K. Kt. second sq. 

14. R. takes K. B. X 

15. K. to K. second square 

16. K. to Q. third square 

17. K. to Q. B. third square, 
id checkmates. 


• It is better to play K. Kt P. two squares, 
t This is a well played move. 

X If Black take the Kt. instead of the B., White can checkmate in eight 
moves without giving check every move. 
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FIRST VARIATION, 

BEGINNING AT THjE EIGHTH MOVE OF THE BLACK. 

WHITE. BLACK. 

1 . K. P. two squares 1 . K. P. two squares 

2. K. B. P. two squares 2. K. P. takes P. 

3 . K. Kt. to K. B. third sq. 3. K. Kt. to K- second square 

4 . K. R. P. two squares 4. K. P. P. two squares 

5. iT. P. to Q. B. fourth sq. 5. iT. P/. to ito /ferrf 

6 . A. Kt. to ado. K. Kt. fourth 6 . K Kt. to K. fourth square 

square 

7. K. B. to Q. Kt. third sq. 7• K. B. P. one square 

8 . K. Kt. to K. R. third sq. 8 . K. Kt. P. two squares 

9 . P. takes P. 9 . P. takes P. 

10 . Q. P. two squares 10 . K. Kt. to K. B. second 

square 

11 . K. Kt. P. one square 11 . P. takes P. 

12 . K. B. takes K. Kt and 12 . K. takes K. B. 

checks 

13. K. Kt. takes P. and checks 13. K. to K. Kt. third square 

14. Q. to K. B. third square 14. Q. to K. B. third square 

15. Q. takes P. at K. Kt. third 15. Q. P. one square 

square 

16 . K. Kt. to adv. K. third sq. 16. K. to K. B. second square 

and checks with the Q. (Or A). 

17 . R. to K. B. square ani wins the Q. 
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(Or A) 

Voftitum of tie Viece* 



WHITE. BLACK. 

16 . K. to K. R. second sq. 

17* R. takes P. and checks 17 . K. R. interposes 

18. R. takes K: B. and checks 18. Q. takes R. 

19 . B. takes Q. &c. 
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SECOND VARIATION, 


BEGINNING AT THE THIRTEENTH MOVE OF THR FIRST VARIATION. 


position of tf)e pieces. 



WHITE. 

14. R. takes -P. 

15. Q. takes R. and checks 

16. Q. to adv. K.'B. second sq. 

and checks 

17. Q. to adv.' Q. fourth sq. 

and checks 

18. Q. to adv. K. fourth square 


BLACK. 

13. K. to his square 

14. R. takes R. 

15. K. to K. second square 

16 . K. to Q. third square 

17 . K. to his second square. 


and checkmates. 


Digitized by Google 












101 



14. R. to K. Kt. square 

15. R. toadv. K.R. second sq.* 15. Q. to K. B. third square f 


* White would play better by moving Q. to K. B. third square, Black 
may then play as follows:— 

15. Q. to K. second square (Or A) 

16. R. to adv. K. R. second square 16. K. B. to K. Kt. second square 

17. Q. to adv. K. R. fourth square 17. K. to K. B. square v 

and checks ( continued ) 

t Black ought to take the Kt. with the Rook. 
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WHITE. BLACK. 

16 . Q. to adv. K. R. fourth sq. 16 . Q. to K. Kt. third square 

and checks , 

17. Q. B. to K. B. fourth sq. 17 . Q. takes Q. 

18. R. takes Q. 18. K. B. to K. second square 

19 . Q. Kt. to Q. second square 19 . Q. Kt. to Q. B. third sq. 

20 . Q. B. P. one sqjiare 20 . Q. P. one square 

21 . K. Kt. to K. R. third sq. 21 . Q. B. to adv. K. Kt. fourth 

square 

22 . R. to adv. K. R. second sq. 22 . B. takes K. Kt. 

23. R. takes Q. B. 23. P. to ad\% K. Kt. second sq. 

24. K. to R. B. second square 24. K. to Q. second square 

25. Q. R. to K. Kt. square 25. Q. R. to K. B. square 

26 . R. to K. B. third square 26 . K. B. to adv. K. R. fourth 

square and checks 

27. K. to his second square 27 . K. to Q. square 

18. Q. Kt. to Q. B. third square. _ 18. Q. B. P. one square. 

19. Q. B. to K. B. fourth square and will easily win. 

(Or A) 

15. K. B. to K. Kt second square 

16. Kt. to adv. K. R. second sq. 16. If he play Q. to K. second sq., 

you must play R. to adv. K. R. fourth square; if he play K. R. to 
K. Kt. square, you must check with the R. and you will win the Q. 
or checkmate him; if he play K* B. to Q. third square, you must 
check with the Rwand then checkmate with the Q.; but if he play 

K. B. to K. second sq. (Or B) 

17. K. Kt checks 17. If he take the Kt he will evi¬ 

dently lose the Q.; and if 
K. to K. B. second square 

18. K. Kt. to its fourth square and 18. K. to K. Kt square. 

checks with the Queen 

19. K. Kt. to adv. K. R. third square, checks, and will checkmate in two 

moves. 

(OrB) 

16, R. takes Kt. 

17. R. takes R. and will easily win. 
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WHITE. 

28. B. to K. third square 

29 . Kt. takes R. 

30. K. to K. B. second square 

31. Jit. to Q. second square 

32. R. takes P. 

33. K. takes R. and will win. 1 


BLACK* 

28. R* takes R. * 

29 . K. B. to its third square 

30. R. to K. square 

31. R. to K. Kt. square 

32. R. takes R. and checks. 


FOURTH VARIATION, 

BEGINNING AT THE TENTH MOVE OF THE FIRST VARIATION. 


1 . K. P. two squares 

2 . K. B. P. two squares 

3. K. Kt . to K B. third sq. 

4. K. R. P. two squares 

5. K B. to Q. B. fourth sq . 

6 . K. Kt . to ado. K Kt. fourth 

square 

7 . K. B. to Q. Kt. third sq. 

8 . K. Kt. to K. R. third sq. 

9. P. takes P. 

10. Q. P. two squares 

11 . K. Kt P. one Square 

12 . Kt. takes P. at adv. K. Kt. 

fourth square 

13. K. B. to adv. K. B. second 

square and checks 

14. R. to K. Kt square 


1. K. P. two squares 

2. K. P. takes P. 

3. K. Kt. to K. second square 

4. K R. P. two squares 

5. K. Kt. to its third square 

6. K. Kt. to K» fourth square 

7. K. B. P. one square 

8. K Kt. P. two squares 

9 . P. takes P. 

10. K. Kt. to its third square 

11. P. takes K. Kt. P. 

12. P. to adv. K. Kt. second 

square 

13. K. to his second square 

14. K. Kt. to adv. K. R. fourth 

square 


* White has certainly the best of the game, but it would be very diffi¬ 
cult to win it against good play. 
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WHITE* 

15. K. B. takeaP. at adv. K. R. 

fourth square 

16 . Q. to K. Kt. fourth square 
17* Q. takes K. Kt. 

18. Q. takes K. R. 

39. Q. to adv. K. B. second sq. 
and checks 

20. Q. to adv. Q. fourth square 

and checks 

21. Q. to adv. K. fourth square 

and checks 

22. Q. to adv. K. R. square and 

checks 

23. Q. to adv. K. Kt second 

square and checks 

24. K. Kt. to adv. K. B. second 

Queen and the game. 


BLACK. 

15. K. B. to K. Kt second sq.* 

16 . K. B. takes Q. P. 

17. K. R. takes K. B. 

18. K. B. takes K. R. 

19 . K. to Q. third square 

20. K. to his second square 

21. K. to K. B. square 

22. K. to his second square 

23. K. to Q. third square, 
juare, checks, and will win the 


©ante. 


J. K. P. two squares 

2. K. B. P. two squares 

3. K. Kt. to K. B. third sq. 

4. K. B. to Q. B. fourth sq. 

5. K. B. takes K. B. P. and 

checks f 


1. K. P. two squares 

2. K. P. takes P. 

3. K. Kt. P. two squares 

4. K. Kt P. one square 

5. K. takes K. B. 


* If instead of this move Black play Q. P. one square, you must play 
K. Kt to adv. K. B. second square, and you will gain the Queen. 

t This is not a good move j it is better to play the Kt to adv. K. fourth 
square. 
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WHITE. 

6 . K. Kt. to adv. K. fourth sq. 

and checks 

7 . Q. takes K. Kt. P. and 

checks t 

8 . Q. to adv. K. B. fourth sq. 

and checks 

9. Q. P. two squares 

10 . Q. B. takes P. and checks 

11 . Q. B. to adv. K. Kt. fourth 

square and checks 

12 . K. P. one square 

13. Q. takes K. B. and checks 

14. Q. to adv. K. R. fourth sq. 

and checks 

15. K. castles 

16 . Q. to adv. K. Kt. fourth sq. 

and checks 

17* K. R. to adv. K. B. third 
square and checks 
18. Q. takes Kt. and checks 


BLACK. 

6 . K. to his third square * 

7 . K. takes K. Kt. I 

8 . K. to Q. third square 

9 . K. B. to K. Kt second sq. 

10 . K. to his second square 

11 . K. B. to its third square 

12 . K. B. takes Q. B. 

13. K. to his square 

14. K. to his second square 

15. Q. to K. square 

16 . K. to his third square 

17. Kt. takes K. R. 

18. K. to Q. fourth square 


* He ought to play the K. to his own square, 
t It is much belter to take the P. with the Q. than with the Kt. 

$ If Black should play K. to his second square, you ought to play as 
follows:— 

8. Q. to adv. K. Kt fourth square 8. K. Kt. interposes (Or A) 

and checks 

9. K. Kt. to its fourth square 9. K. to K. B. second square 

10. K. P. one square wins the Kt. &c. 

(Or A) 

8. K. to his square 

9. Q. to adv. K. R. fourth square 9. K. to his second square, 
and checks 

10 . Q. to adv. K. B. second square, checks, and will checkmate in four 
moves. 

p 
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WHITE. 

19 . Q. Kt to Q. B. third sq. 

and checks 

20 . Q. to K. B. fourth square 

and checks 

21 . Q. Kt. P. two squares and 

checks 

22 . Q. to Q. B. fourth square 

and checks 

23. Q. Kt. to Q. R. fourth square 


BLACK. 

19. K. takes Q. P.* 

20 . K. to Q. B. fourth square 

21 . K. to Q. B. third square 

22 . K. to Q. Kt. third square 


and checkmates.t 




1 . K. P. two squares 

2 . K. B. P. two squares 

3 . K. Kt. to K. B. third sq. 

4. K. B. to Q. B. fourth sq. 

5. K. R. P. two squares 

6 . K. Kt. to adv. K. Kt. fourth 

square 

7. Q. P. two squares 

8 . Q. B. takes P. 

9 . K. castles 

10 . Q. B. P. one square 

11 . Q. B. takes P. 

12 . Q. to her second square 


1 . K. P. two squares 

2 . K. P. takes P. 

3. K. Kt. P. two squares 

4. K. B. to K. Kt. second sq. 

5. K. Kt. P. one square { 

6 . K. Kt. to K. R. third sq. 

7. Q. Pi one square 

8 . Q. to K. second square 

9 . K. B. P. one square 

10 . K. B. P. takes K. Kt. 

11 . Q. to her second square 

12 . K. Kt. to its square 


* If he play K. to your Q. B. fourth square, you must check with the 
Q. at K. B. square, which will force him to take the Q. P. 
t The attack in this game is very skilful and ingenious. 

X This is not good play; he ought to move K. R. P. one square. 
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WHITE. BLACK. 

13. K. B. to adv. K. B. second 13. K. to his B. square. 

square and checks 

14. K. B. to adv. K. third square, checks with K. R. and wins 

the Queen. 


VARIATION, 

BEGINNING AT THE THIRTEENTH MOVE OF THE BLACK. 


floortion of tf )t fJieces. 



13. Q. takes K. B. 

14. R. takes Q. 14. K. takes R. 

15. Q. Kt. to Q. R. third sq. 15. K. Kt. to K. second square 
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WHITE. BLACK. 

16. R. to K. B. sq. and checks 16 . K. to his square 

17. Q. B. takes K. Kt 17. K. takes Q. B. 

18. Q. to adv. K. Kt. fourth sq. 18. K. to his square (Or A). 

and checks 

19. Q. takes K. B. and will easily win. 


(Or A) 

18. K. to his third square 

19. Q. P. one sq. and checks 19 * K. to Q. second square 

20. R. to adv. K. B. second sq. 20. K. to his square. 

and checks 

21. Q. to adv. K. second square and checkmates. 


(Same. 


1. K. P. two squares 

2. K. B. P. two squares 

3. K. Kt. to K. B. third sq. 

4. K. B. to Q. B. fourth sq. 

$. K. Kt. takes K. Kt. P. 

6. Q. to adv. K. R. fourth sq. 

and checks 

7. Q. takes K.B.P*and checks f 

* The Black loses the game by this move; he ought to have played 
either K. Kt. P. one square, or K. B. to K. Kt second square. 

t If Black refuse taking the Kt. the game will be equally lost though 
not so speedily. 

t White might also check with the Q. at adv. K. B. second square, 
then at adv. Q. fourth square, and afterwards checkmate at adv. K. fourth 
square. 


1. K. P. two squares 

2. K. P. takes P. 

3. K. Kt. P. two squares 

4. K. B. P. one square* 

5. P. takes Kt.t 

6. K. to his second square 

7. K. to his square 
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WHITE. BLACK. 

8. Q. to adv. K. R. fourth sq.. 8. K. to his second square. 

and checks 

9. Q. to adv. K. fourth square and checkmates. 


©ante. 


1. K. P. two squares 

2. K. B. P. two squares 

3. K. Kt. to K. B. third sq. 

4. K. B. to Q. B. fourth sq. 

5. K. Kt. to adv. K. fourth 

square 

6. K. to his B. square 

7. K. B. takes K. B. P. and 

checks f 

8. Q. P. two squares 

9. Q. to K. second square 

10. K. R. P. takes K. Kt. 

11. K. to his B. second square 


1. K. P. two squares 

2. K. P. takes P. 

3. K. Kt. P. two squares 

4. K. Kt. P. one-square 

5. Q. to adv. K. R. fourth sq. 

and checks 

6. K. Kt. to K. B. third sq.* 

7. K. to Q. square 

8. K. Kt. takes K. P. 

9. K. Kt. to adv. K. Kt. third 

square and checks 

10. Q. takes K. R. and checks 

11. P. takes P. and checks 


• This move is Salvias, and the game is, therefore, called Salvio’s 
Gambit; the move is ingenious, but not so good as K. Kt. to K. R. third 
square. 

t Instead of this move Philidor directs the White to play Q. to K. sq. 
which would force the Black to exchange Queens; White would then have 
the best of the game. 

X .This is not the best move; K. to his second square is preferable, as it 
would oblige the White to remove the Bishop in order not to lose a piece. 
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WHITE. BLACK. 

12. K. takes P. 12. Q. takes Q. B.* * * § 

13. K. Kt. to adv. Q. B. third 13. Kt. or P. takes K. Kt. 

square and checks 

14. Q. to adv. K. square and checkmates. 


2r&(rtg*8Etont& ffiame. 


1. K. P. two squares 

2. K. B. P. two squares 

3. K. B. to Q. B. fourth sq.f 

4. K. to K. B. square 

5. Q. P. two squares 

6. K. Kt. to K. B. third sq. 

7. K. B. takes "K. B. P. and 
• checks 

8. K. Kt. to adv. K. fourth sq. 

and checks 

9 . Kt. takes Q. and will win. 


1. K. P. two squares 

2. K. P. takes K.B. P. 

3. Q. to adv. K. R. fourth sq. 

and checks 

4. K. B. to Q. B. fourth sq. J 

5. K. B. to Q. Kt. third sq. 

6. Q. to adv. K. Kt. fourth 

square § 

7. K. takes K. B. || 

8. K. to K. B. square. 


* This move is evidently a very bad one, and seems to have been made 
merely to give the White the power of checkmating in two moves; the 
Black ought to have played K. B. to K. second square. 

t This is not so good a move as K. Kt. to K. B. third square. 

J Black loses the game by this move ; he ought to have played K. Kt.P. 
two squares. 

§ Black would play much better by moving Q. to K. R. fourth square. 

|| In the fourth variation he plays K. to his B. square. • 
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FIRST VARIATION, 


BEGINNING AT THE 811 

WHITE. 

1. K. P. two squares 

2. K, B. P. two squares 

3. K. B. to Q. B. fourth sq. 

4. K. to K. B. square 

5. Q. P. two squares 

6. K Kt. to K. B, third sq. 

7. K. Kt. P. one square * 

8. K. to K. B. second square 
g. P. takes P. 

10. K. B. takes K. B. P. and 

checks 

11. K. R. to its fourth square ai 


MOVE OF THE BLACK. 

BLACK. 

1. K. P. two squares 

2. K. P. takes P. 

3. Q. to adv. K. R. fourth sq. 

and checks 

4. K. B. to Q. B. fourth sq. 

5. K. B. to Q. Kt. third sq. 

6. Q. to K. R. third square 

7. Q. to adv. K. R. third sq. 

and checks 

8. P. takes P. and checks 

9. Q. to adv. K. Kt. fourth sq. 

10. K. to K. B. square. 

wins the Q. 


SECOND VARIATION, 

BEGINNING AT THE SIXTH MOVE OF THE BLACK. 


1. K.P. two squares 

2. K. B. P. two squares 

3. K. B. to Q. B. fourth sq. 

4. K. to K. B. square 

5. Q. P. two squares 

6. K. Kt. to K. B. third square 


1. K. P. two squares 

2. K. P. takes P. 

3. Q. to adv. K. R. fourth sq. 

and checks 

4. K. B. to Q. B. fourth sq, 

5. K. B. to Q. Kt. third sq. 

6. Q. to K. B. third square 


* It would also be good play to move K. Kt. to adv. K. fourth square, 
as in the fifth variation. 


Digitized by L^ooQle 



112 


WHITE. BLACK. 

7. K. P. one square 7- Q* to K. B. fourth square * 

8. K. B. to Q. third square 8. Q. to adv. K.Kt. fourth sq.* 

9. K. R. P. one square 9* Q« to adv. K. Kt. third sq.* 

10. Q. B. to Q. second square 10. Q. Kt. to Q. B. third sq.* 

11. Q. B. to K. square and will win. 


THIRD VARIATION, 

BEGINNING AT.THE SIXTH MOVE OF THE BLACK. 

1. K- P* two squares 1 . K. P. two squares 

2. K. B. P. two squares 2. K.-P . takes P. 

3. K. B. to Q. B. fourth sq. 3. Q. to ado . K. B. fourth sq. 

and checks 

4. K. to K. B. square 4. K. B. to Q. B. fourth sq. 

5. Q. P. two squares 5 . K. B. to Q. Kt. third sq. 

6 . K. Kt. to K. B. third sq. 6. Q. to K. second square 

7. Q. B. takes P. 7. Q. takes K. P.t 

8. K. B. takes K.B.P. and checks 8. K. to K. B. square 

9. Q. B. to K. Kt. third sq. 9* K. Kt. to K. R. third sq. 

10. Q. Kt. to Q. B. third sq. 10. Q. to K. second square 

11. K. B. to Q. Kt. third sq. 11. Q. B. P. one square 

12. Q. to her third square 12. Q* P. two squares 

13. Q. R. to K. square 13. Q* to K. B. second square 

14. Q. B. to adv. Q. third sq. 14. K. to K. Kt. square 

and checks 

15. R. to adv K. second square 15. Q. to K. B. third square 

16. Q. Kt. takes Q. P. Q- Q■ B. (Or A) 

17. Kt. to adv. K. B. third sq. 17. K. to K. B. square. 

and checks 

18. R. to adv. K. square and checkmates. 

* He would play much better by suffering the Gambit P. to be taken, 
instead of defending it with the Q. 

t It would be better to move Q. P. one square. 
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(Or A) 

WHITE. BLACK. 

16. P. takes Q. Kt. 

17 . K. B. takes P. and checks 17 . K. Kt. to K. B. second sq. 

(Or B> 

18. R. to adv. K. square and checkmates. 


(Or B) 

position of tfje Viera. 



17 . K. to K. B. square 

18. R. to adv. K. B. secottdsq. 18. K. to his square 

and checks 

19 . R. take9 Q. 19 . P. takes R. 

20 . Q. to K. third sq. and checks 20 . K. to Q. square. 

21. Q, tb adv. K. second Square and checkmates. 

Q 
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FOURTH VARIATION, 

BEGINNING AT THE SEVENTH MOYE OF THE BLACK. 

WHITE. BLACK. 

1* K. P. two squares 1. K. P. two squares 

t. K. B. P . two squares 2. K. P. takes P. 

3. K. B. to Q. B. fourth sq. 3. Q. to adv. K. R. fourth sq. 

and checks 

4. K. to K. B. square . 4. K. B. to Q. B. fourth sq, 

5. Q. P. two squares 5. K. B, to Q. Kt, third sq. 

6. K. Kt. to K. B. third sq. 6. Q. to adv. K. Kt. fourth sq. 

7• K. B. takes K. B. P . and 7. K. to K. B. square 

checks 

8. K. R. P. one square 8. Q. to adv. K. Kt. third sq. 

g. Q. Kt. to Q. B. third sq. 9. K. takes K. B. 

10. Q. Kt. to K. second square 10. Q. to K. Kt. third square 

11. K. Kt. to adv. K. fourth sq. 11. K. to K. B. square. 

and checks 

12. Kt. takes Q., checks, and will win. 


FIFTH VARIATION, 

BEGINNING AT THE SEYENTH MOYE OF lta WHITE. 

1. K. P. two squares 1. K. P. two squares 

2 . K. B. P. two squares 2. K. P. takes P. 

3. K. B. to Q. B. fourth sq. 3. Q. to adv. K. R. fourth sq. 

and checks 

4. K. to K. B. square 4. K, B. to Q. B. fourth sq. 

5. Q. P. two squares 5. K. B. to Q. Kt. third sq. 

6. K. Kt. to K. B. third square 6. Q. to K. R. third square 

7. K. Kt. to adv. K. fourth sq. 7* Q. P. two squares 

8. K. B. takes Q. P. 8. Q. B. to K. third square. 

9. K. B. takes Q. Kt. P. will gain the Q. R. and the game. 
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WHITE. BLACK. 

13. Q. to K. B. third square 

14. Q. B. to K. R. fourth sq. 14. Q. to K. Kt. third square 

15. Q. B. to adv. K. second sq. 15. K. to K. Kt. square 

and checks 

16. Q. takes Q. 16. K. R. P. takes Q. 

17. Q. Kt. takes Q. P. 17* P. takes Q. Kt. 

18. K. B. takes P. and checks 18. K. to K. R. second square. 

19. K. Kt. to adv. K. Kt. fourth square and checkmates. 


SIXTH VARIATION, 

BEGINNING AT THE THIRTEENTH MOVE OF THE THIRD VARIATION. 

t 

^outturn of tje yiem. 
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SEVENTH VARIATION, 

BEGINNING AT THE EIGHTEENTH MOVE Of THE SIXTH VARIATION* 


Voftitton of He tyitm* 



WHITE. BLACK. 

18. K. Kt. to K. B. second sq 

19. K. Kt. to adv. K. Kt. fourth 19. R. tp its fourth square 

square 

20. K. B. takes K. Kt. and 20. K. to K. R. square 

checks 

21. K. B. takes P. 21. R. to adv. K. R. fourth sq 

22. K. Kt to adv. K. B. second 22. K. to K. Kt square* 

square and checks 

23. Q. B. takes R. and will win. 
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ffiarae. 


WHITE. 

1. K. P. two squares 

2. K. B. P. two squares 

3. K. B. to Q. B. fourth sq. 

4 . K. to K. B. square 

5 . K. Kt. to K. B. third sq. 

6. Q. P. two squares 

7 . K. Kt. P. one square 

8. K. to K. B. second square 

9. P. takes P. 

10. K. B. takes K. B. P. and 

checks 

11. Q. takes Q. B. 

12. K. R. takes K. R P. 

13 . K. B. takes K. Kt. 

14 . K. to K. Kt square 

15 . Q. takes K. B. and checks 


BLACK* * * § ^ 

J. K. P. two squares 

2. K. P. takes P. 

3. Q. to adv. K. R. fourth sq. 

and checks 

4 . Q. P. one square * 

5 . Q. B. to adv. K. Kt. fourth 

square 

6. Q. to K. R. third square 

7 . Q. to adv. K. R. third sq. 

and checks f 

8. P. takes P. and checks 

9 . Q. B. takes K. Kt. 

10. K. to Q. square J 

11. Q. to her second square 

12. K. R. takes R. 

13 . K. R. to adv. K. R. second 

square and checks 

14 . K. R. takes Q. B. P. $ 

15 . Q. to K. square 


* K. Kt P* two squares is a fetter move, 
t Black may also play as follows:— 

7. Q. B. to adv. K. R. third sq. 
and checks 

8. K. to K. B. second square 8. K. Kt. P. two squares 

9. P. takes P. 9. P. takes P. 

10. Q. to her second square* See. 

} Had he moved K. to Q. second square* he would have lost the Q. 

§ There are two variations on this move. 
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WHITE. 

16. Q. B. to adv. K. Kt. fourth 
square and checks 
17* K. B. to adv. K. third sq. 
and checks 

18. Q. to adv. Q. square and 

checks 

19. Q. P. one sq. and checks 

20. P. takes Q. and checks 

21. Q. Kt to Q. B. third square 

and checks 

22. Q. to adv. K. square and 

checks 

23. Q. to K. fourth square, che< 


BLACK. 

16. K. to Q. second square 
17* 0* takes K. B. 

18. K. to Qi B. third square 

19. Q. takes P. 

20. K. takes P. 

21. K. to his fourth square 

22. K. to adv. Q. fourth square, 
and will win. 


FIRST VARIATION, 

BEGINNING AT THE SIXTH MOVE OF THE BLACK. 


1. K* P* two squares 

2. K • B. P . two squares 


3. K. B. to Q. B. fourth sq. 

4. K. to his B. square 

5. K, Kt. to K. B, third square 

6. Q. P. two squares 

7. K. P. one square 

8. K. Kt. P. one square 

9. K. to his B. second square 

10. P. takes P. 

11. Q. takes Q. B.* 


1. K. P. two squares 

2. K. P. takes P. 

3. Q. to adv. K. R. fourth sq . 

and checks 

4. Q, P. one square 

5. Q. B. to adv . K. Kt. fourth 

square 

6. Q. to K. B. third square 

7. Q* to K. R. third square 

8. Q. to adv. K. R. third sq. 

and checks 

9. P. takes P. and checks 

10. Q. B. takes K. Kt. 

11. Q. to her second square 


* White might also have taken K. B. P. and checked. 
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WHITE. 

12. Q. takes Q. Kt. P. 

13. K. B. to adv. Q. Kt. 


BLACK. 

12. Q. to Q. B. third square, 
fourth square, wins the Q. and the game. 


SECOND VARIATION, 

BEGINNING AT THE SEVENTH MOVE OF THE FIRST VARIATION. 


1. XL. F. two squares 

2. K. B. P. two squares 

3. K. B. to Q. B.fourth sq. 

4. K. to K. B. square 

5. K. Kt. to K. B. third sq. 

6. Q. P. two squares 

7. K. P. one square 
$. P. takes P. 

9. Q. takes Q. B. 

10. Q. takes Q. Kt. P. and wil 


1. K. P. two squares 

2. K. P. takes P. 

3. Q. to adv. K R. fourth sq. 

and checks 

4. Q. P. one square 

5. Q. B. to ado. K. Kt. fourth 

square v 

6. Q. to K B. third square 

7 . P. takes P. 

8. Q.B. takes K.Kt. 

9. Q. takes P. # 
win. 


THIRD VARIATION, 

BEGINNING AT THE EIGHTH MOVE OF THE SECOND VARIATION. 


1. K. P. two squares 

2. K. B. P. two squares 

3. K. B. to Q. B. fourth sq. 

4. K. to K. B. square 


1. K. P. two squares 

2. K. P. takes P. 

3. Q. to ado. K. R. fourth sq. 

and checks 

4. Q. P. one square 


* Instead of taking the Pawn, he should play Q. to Q. Kt or Q. B. 
third square. 


Digitiz ' Ijy v^ooQle 



120 


WHITE. 

5. K. Kt. to K. B. third sq. 

6. Q. P. two squares 

7. K. P. one squate 

8. P. takes P. 

9. K. Kt. takes Q. 

10. K. Kt. takes K. B. P. 

11. K. Kt. takes R. 

12. Q. B. takes P. 


BLACK. 

5. Q. B. to ado . K Kt. fourth 

square 

6. Q. to K. B. third square 

7. P. takes P. 

8. Q. takes P.* 

9. Q. B. takes Q. 

10. K. Kt. to K. R. third sq. 

11. K* Kt. P. onfe square 

12. "K. B. to K. Kt second sq. 

13. K. Kt. to K. R. fourth sq. 


13*. Q. B. P. one square 
14. K. Kt. to adv. K. B. second square and will win. 


FOURTH VARIATION, 

BEGINNING AT THE SEVENTH MOVE OF THE BLACK. 


1. K P. two squares 

2. K. B. P. two squares 

3. K . B. to Q. B. fourth sq. 

4. K. to K. R. square 

5. K. Kt. to K. B. third sq. 

6. Q. P. two squares 

7* K Kt. P. one square 

8. K. R. P. two squares 

9. K. P. one square 

10. Q. P. takes P. 

11. Q. to adv. Q. fourth square 


1. K. P. two squares 

2. K. P. takes P. 

3. Q. to adv. K. R . fourth sq. 

and checks 

4. Q. P. one square 

5. ft. B. to adv. K. Kt. fourth 

square 

6. Q. to K R. third square 

7. K. Kt. P. two squares 

8. K. B. P. one square 

9. Q. P. takes P. 

10. Q. B. P. takes P. 

11. Q. B. takes K. Kt. 


* Evidently a bad move, as he cannot avoid the loss of the K. R. 
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WHITE. BLACK. 

If. Q. takes Q. B. 12. Q. B. P. one square • 

13. K. R. P. takes K. Kt. P. 13. Q. takes P. 

14. K. Kt. P. takes P. 14. P. takes P. 

15. Q. B. takes P. 15. Q. to K. B. third square 

16 . Q. Kt. to Q. B. third sq. l6. K. B. to K. R. third square 

(Or A) 

17* Q* R. to K. sq. and checks 17* K. to K. B. square (Or B) 

(OrC) 

* If, instead of this move, Black play Q. to Q. B. third squaie, you 
should play 

13. K. B. to adv. Q. fourth square 13. Q. takes Q. B. P. (Or A) (Or B) 

14. Q. Kt. to Q. B. third square 14. If he advance the Q. B. P. one 

square, or play Q. Kt. to Q. B. third square, he will lose the Q. by 
your playing K. B. to K. fourth square; but if he play 

K. Kt. P. one square 

15. Q. takes P. 15. Q. to adv. Q. third square and 

checks 

16. K. to his Kt. second square. 16. Must lose a piece. 

(Or A) 

13. Q. to Q. Kt. fourth square and 
checks 

14. Q. B. P. two squares 14. Q. to Q. B. fourth square 

15. K. B. takes Q. Kt P. 15. Q. take P. and checks 

16. K. to K. Kt second square 16. K. P. one square. 

17. K. R. to K. square, &c. 

(OrB) 

13. Q. to Q. R. third sq. and checks 

14. Q. B. P. two squares 14. Q. B. P. one square 

15. Q. to adv. K. R. fourth square 15. K. to Q. square 

* and checks 

16. K. B. takes K. Kt. 16. K. R. takes K. B. 

17. Q. to adv. K. B. second square 17. K. R. to its square. 

1& It would not be good play to check with the Q. and then take K. R.; 
you should play K. R. to its second square, and you will have the 
best of the game. 

R 
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WHITE* BLACK. 

18. Q. B. takes K. B. and 18. Kt. takes Q. B. 
checks 

19- Q. takes Q. and checkmates. 


(Or A) 

16 . K. B. to Q. third square 

IT. Q. R. to K. square and 17. K. to Q. square, or Q. 

checks second square (Or D) 

18. R. to Q. square will gain the B. and the game. 


(Or B) 

IT. K. to Q. square 

18. R. takes K. B. 18. Kt. takes K. R. 

19. Q. B. to adv. Q. B. second 19. K. takes Q. B. 

square and checks 

20. Q. takes Q. and will win. . 


(OrC) 

17. K. to Q. second square 

18. Q. to Q. third square and 18. K. to Q. B. square, 
checks 

19 * R. to adv. K. square and checkmates the next move. 
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(Or D) 


position of t$c pieces. 



WHITE. 


18. Q. Kt. to K. fourth square 

19. Kt. takes K. B. and checks 

20. K. R. to adv. K.R. third sq. 

21. Q. to adv. K. B. second sq. 

and checks 

22. Q. takes Kt. and checks 

23. K. B. to adv. K. third sq. 

and checks 

24. Q. takes Q. Kt. and checks 

25. Q. to adv. Q. third square a 


BLACK. 

17. K. Kt. to K. second square 

(OrE) 

18. Q. takes Q. B. 

19. Q. takes Kt. 

20. Q. takes K. R. (Or F) 

21. K. to Q. square 

22. K. to Q. B. square 

23. Q. Kt. to Q. second square 

24. K. to Q. Kt. square, 
checkmates 
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(Or E) 

WHITE. BLACK. 

17. K. B. to K. second square 

18. Q. Kt. to K. fourth square 18. Q. takes Q. Kt. P. 

19. Kt. to adv. Q. third square 19. K. to his B. square (OrG). 

and checks 

20. Q. B. to adv. K. R. third square and checkmates. 


(Or F) 


VoBttion of tfje Dim*. 



Digitized by t^ooQle 





125 


WHITE. . BLACK. 

20. Q. to her second square 

21. Q. to adv. K. R. fourth sq. 21. K. to Q. square 

and checks 

22. Q. R. to Q. square 22. K. Kt. to Q. fourth square 

23. B. takes Kt. 23. R. to K. B. square and 

checks 

24. K. to K. Kt square 24. Q. to K. Kt. second square 

and checks 

25. K. B. to K. Kt. second sq. 25. K. to Q. B. square 

and checks 

26. Q. to K. R. third square 26. Q. Kt. to Q. second square 

and checks 

27. K. R. takes K. R. P. 27. Q. takes Q. Kt. P. 

28. Q. takes Q. Kt. and checks 28. K. to Q. Kt. square. 

29. Q. to adv. Q. B. second square and checkmates. 

(Or G) 

19. K. to Q. second square 

20. Q. to K. Kt. fourth square 20. K. to Q. square (Or H). 

and checks 

21. Q. to adv. Q. B. square and checkmates. 
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(Or H) 


position of tije ytan. 



WHITE. BLACK. 

20. K. to Q. B. second square 

21. Kt. to adv. Q. B. sq. and 21. K. to Q. square 

checks with Q. B. 

22. R. to Q. square and checks 22. K. to his square 

23. Q. to adv. K. R. fourth sq. 23. K. to his B. square. 

and checks 

24. Q. to adv. K. B. second square and checkmates. 
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FIFTH VARIATION, 

BEGINNING AT THE FOURTEENTH MOVE OF THE BLACK. 

Uoattfon of tije $iece*. 



WHITE. 

15. Q. takes K. B. and checks 

16. Q. B. to adv. K. Kt. fourth 

square and checks 

17. Q. takes adv. K. Kt. P. and 

checks 

18< Q. takes K. R. 

19 . K. B. to adv. Q. fourth sq. 
and checks 


BLACK. 

14. K. R. to its square 

15. Q. to K. square 

16 . K. to Q. second square 

17 . K. to Q. B. third square 

18. Q. Kt. to Q. second square 

19. K. to Q. Kt. third square 


20. Q. takes Q. 20. R. takes Q. 

21. Q, Kt. to Q. second square and will win. 
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SIXTH VARIATION., 

BEGINNING AT THE FOURTEENTH MOVE OF THE BLACK. 


See the preceding Diagram. 


WHITE. 

15. Q. takes K. B/and checks 

16. Q. to adv. K. B. second sq. 

and checks 

17. Q. to Q. B. fourth square 

and checks 

18. K. B. to adv. K. third sq. 

and checks 

19. Q. takes Q. and checks 
£0. K. takes R. and will win. 


BLACK. 

14. Q. to adv. K. R. third sq. 

15. K. to Q. second square 

16. K. to Q. B. third square 

17. K. to Q. second square • 

18. Q. takes K. B. 

19. K. takes Q. 


®6(rtg*nfnt6 ©amt. 


1. K. P. two squares 1. K. P. two squares 

2. K. B. P. two squares 2. K. P. takes P. 

3. K. B. to Q. B. fourth sq. 3. K. B. to K. second squaref 

• If the Black were to play his King to Q. Kt. third square. White 
should check with Q. at her Kt. fourth square, obliging Black to retire to 
Q. B. third square, (for if he played K. to Q. R. third square he would be 
checkmated in two moves,) then advance Q. P. one square, and afterwards 
play K. B. to adv. K. third square winning the Q. 

t It is better to check with the Q. and then play K. Kt. P. two 
squares. 


Digitized by Google 



m 


WHITE. 

4. Q. P. two squares 

5. K. to K. B. square 

6. K. Kt. P. one square 

7. P. takes P. 

8. Q. to adv. K. R. fourth sq. 

9. K. Kt. to K. B. third sq. 

10. Q. B. takes P. 


BLACK. 

4. K. B. to adv. K. R. fourth 

square and checks 

5. K. Kt. P. two squares 

6. P. takes P. 

7. K. B. takes P. 

8. Q. to K. B. third square 

and checks 

9. Q. P. one square * 

10. Q. to K. Kt. third square 


11. Q. takes Q. 11. K. B. P. takes Q. 

12. K. B. takes K. Kt. 12. R. takes K. B. 

13. K. to K. Kt. second square and will win. 


jpOTtfetfi Game. 


1. K. P. two squares 

2. K. B. P. two squares 

3. K. B. to Q. B. fourth sq. 

4. Q. to K. B. third square 

5. Q. P. two squares 

6. K. Kt. P. one square 

7. K. B. takes K. B. P. and 

checks 

8. K. R. P. takes P. 

9. Q. takes Q. 

10. K. B. takes K. Kt. and will 


1. K. P. two squares 

2. K. P. takes P. 

3. K. Kt to K. second sq.+ 

4. K. Kt. to its third square 

5. Q. to adv. K. R* fourth sq. 

and checks 

6. P. takes P. 

7. K. to Q. square 

8. Q. to K. B. third square 

9. K. Kt. P. takes Q. 
r in.J 


* K. B. to adv. K. B. fourth square is a better move, 
t Hus is not a good move; he ought to check with the Q. and then 
advance K. Kt P. two squares. 

t This game is vary ill played by the Black. , 

s 
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DEFENCE TO THE KINO'S GAMBIT. 

jportg-first (Same. 

BLACK HAVING THE FIRST MOVE. 


BLACK. 

1. K. P. two squares 

2. K. B. P. two squares 

3. K. Kt. to K. B. third sq. 

4. K. 3. to Q. B. fourth sq. 

5. K. Kt to adv. K. fourth sq. 

* * 6. K. to K. B. square 

7. K. Kt. takes K. B. P.f 

8. K. B. takes Q. P. 

9. K. Kt. takes K. R. 

10. K. P. one square 

11. Q. to K. second square 

12. K. R. P. takes K. Kt. 

13. K. to his B. second square. 


WHITE. 

1. K. P. two squares 

2. K. P. takes P. 

3. K. Kt P. two squares 

4. K. Kt P. one square 

5. Q. to adv. K. R. fourth sq. 

and checks 

6. K. Kt to K. B. third sq.* 

7. Q. P. two squares 

8. K. Kt. takes Q. B. 

9. K. Kt. to K. B. third sq. 

10. K. Kt to adv. K. fourth sq. 

11. Kt. to adv. K. Kt. third sq. 

and checks 

12. Q. takes K. R. and checks 

13. K. B. to Q. B. fourth sq., 

checks, and will win. 


* This is Salvio’s move; it is better to play the Kt. to K. R. third 
square. 

t This is a bad move; he should play Q. to. K. square and he would 
then have the best of the game. 
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VARIATION, 

BEGINNING AT THE SEVENTH MOTE OF THE BLACK. 


BLACK. 

1. K. P. two squares 

3. K. B. P. two squares 

3. K. Kt. to K. B. third sq. 

4. K. B. to Q. B.fourth sq. 

5 . K. Kt. to adv. K. fourth sq. 

6 . K. to his B. square 

7. K. B. takes K. B. P. and 

checks 

8. K. B. to Q. Kt. third sq.f 
g. K. Kt. to adv. K. B. second 

square and checks 

10. K. Kt. takes K. R. 

11. K. R. P. takes K. Kt. 

(Or A) 

13. K. to his second square 

13. P. takes P. 

14. K. to his B. second square. 


WHITE. 

1. K. P. two squares 
3. K. P. takes P. 

3. K. Kt. P. two squares 

4 . K Kt. P. one square 

5 . Q. to ado. K R. fourth sq. 

and checks 

6. K. Kt. to K B. third sq. 

7. K. to Q. square • 

8. K. Kt. to K. tt. fourth sq. 

9. K. to his square 

10. K. Kt. to adv. K^ Kt. third 

square and checks 

11. Q. takes K. R. and checks 

13. P. to adv. K. B. third sq. 
and checks 

13. P. takes P. and checks 

14. Q. takes Q. and will win. 


• This is not your best move; you ought to play K. to his second sq. 
t He ought not to remove the K. B.; he should play either the Q. or 
the Q. P. 
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(Or A) 


9ot itipn of t|e Uteres. 



BLACK. 

11. K. to his Kt. square 

12. Q. P. two squares 

13. Q. takes K. B. 

14. K. to his B. square. 


WHITE. 

11. K. B. to Q. B. fourth sq. 

and checks 

12. K. B. takes Q. P. and 

checks 

13. K. Kt. to adv. K. second 

square and checks 

14. Kt. takes Q. and will win. 
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Jportg-BjeonU (Same. 


BLACK. 

1. K. P. two squares 

2 . K. B. P. two squares 

3. K. Kt. to K. B. third sq. 

4. K. B. to Q. B. fourth sq. 

5. K. Kt. to adv. K. fourth sq. 

6. K. Kt. takes K. Kt. P.f 

7. K. Kt. to K. B. second sq. 

8. K. B. takes Q. P. % 


WHITE. 

1. K. P. two squares 

2 . K. P. takes P. 

3. K. Kt. P. two squares 

4. K. Kt. P. one square 

5. K. Kt to K. R. third sq.* 

6. Q. to adv. K. R. fourth sq. 

and checks 

7. Q. P. two squares 

8. Q. B. to adv. K. Kt. fourth 
sq. and will win the game. 


FIRST VARIATION, 

BEGINNING AT THE EIGHTH MOVE OF THE BLACK. 


1. K. P. two squares 

2 . K. B. P. two squares 

3. K. Kt. to K. B. third sq. 

4. K. B. to Q. B.fourth sq. 

5 . K. Kt. to adv. K. fourth sq. 

6 . K. Kt. takes K. Kt. P. 

7. K. Kt. to K. B. second sq. 

8. K. P. takes Q. P. 


1. K. P. two squares 

2 . K. P. takes P. 

3. K. Kt. P. two squares 

4. K. Kt. P. one square 

5 . K Kt. to K. R. third sq. 

6. Q. to adv. K R. fourth sq. 

and checks 

7. Q. P. two squares 

8. Gambit P. one square 


• It is better play to check with the Queen, 
t Q. P. two squares is the proper move. 

| Instead of this move, he ought to play K. B. to K. second square; you 
would, however, have much the best of the game. 


Digitized by L^ooQle 



134 


BLACK. 

9. K. B. to adv. Q. Kt. fourth 
square and checks 

10. P. takes Q. B. P. 

11. K. to K. B. square 

12. K. takes P. 

13. K. to K. B. square 

14. Q. P. one square 


WHITE. 

9. Q. B. P. one square 

10. Q. to K. second square and 

checks 

11. P. takes K. Kt P. and 

checks 

IS. Q. to K. Kt. fourth square 
and checks 

13. Q. takes K. B. and checks 

14. Kt takes P. and will win. 


SECOND VARIATION, 

BEGINNING AT THE SIXTH MOTE OF THE WHITE. 


1 . K. P. two squares 

2 . K. B. P . two squares 

3. K. Kt. to K. B. third sq. 

4. K. B. to Q. B. fourth sq. 

5. K. Kt. to ado. K.,fourth sq. 

6. K. Kt. takes K. Kt. P. 

7. Q. takes K. Kt. 

8. Q. takes Gambit P. 

9. Q. to adv. K. fourth square 

and checks # 

10. Q. takes K. R. 

11. K. to K. B. square 

12. K. to K. Kt. square 

13. K. R. P. one square 

14. Q. to adr. K. Kt square * 


1. K P. two squares 

2. K. P. takes P. 

3. K. Kt. P. two squares 

4. K Kt. P. one square 

5. K Kt. to K. R. third sq. 

6. K. Kt. takes K.Kt 

7. Q. P. two squares 

8. Q. P. takes K. B. 

9. Q. B. to K. third square 

10. Q. to ady. K. R. fourth sq. 

and checks 

11. Q. to ady. K. B. fourth sq. 

and checks 

12. Q. takes K. P. 

13. Q. B. to Q. fourth square 

14. K. B. P. two squares 


* If he were to play K. R. to its second square, you would checkmate 
immediately with the Q. 
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BLACK. 

15 . Q. to K. Kt. third square * 

16. Q. to K. B. third square f 

17 . Q. to K. B. square 

18 . K. to K. R. second square. 


WHITE. 

15 . K. B. P. one square 

16. Q. to adv. K. square and 

checks 

17. K. B. to Q. B. fourth sq. 

and checks 

18 . Q. to adv. K. Kt. third sq. 

and checkmates. 


®anu- 


1. K. P. two squares 

2. K. B. P. two squares 

3 . K. P. takes P. § 

4 . K. Kt. P. one square 

5 . Q. to adv. K. R. fourth sq. 

and checks 

6. P. takes P. 

7. K. B. to K. second square 

8. Q. to K. B. third square 

9 . K. Kt. P. one square [| ' 


1. K. P. two squares 

2. K. B. P. two squares J 

3 . Q. to adv. K. R. fourth sq. 

and checks 

4 . Q. to K. second square 

5 . K. to Q. square 

6. Q. takes P. and checks 

7 . K. Kt. to K. B. third sq. 

8. Q. P. two squares 

9. K. R. P. two squares 


* If he play Q. to your K. Kt. fourth square, you must check with the 
Q. at his K. square, then with K. B. &c. 

t If lie play the Q. to K. B. second square, you must play K. B. to 
Q. B. fourth square, See. 

t This is not a good move ; White ought to take the Pawn. 

$ Black should check with the Q. at adv. K. R. fourth square, and if 
the White interpose the P., the Q. should be moved to K. second square. 

|| As Black cannot ultimately defend the Gambit Pawn, it would be 
better to play Q. B. P. one square. 
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BLACK. 

10. K. R. P. one square 

11. K. R. P. takes P. 

12. Q. takes R. 

13. K. to Q. square 

14. Q. takes P. and checks 

15. K. Kt. to K. B. third sq. 

16. K. to his square 

17. K. to Q. square 

18. K. Kt. takes Q. 


WHIT*. 

10. P. takes K. Kt. P. 

11. R. takes R. 

12. Q. to adv. K. Kt. third sq. 

and checks 

13. K. Kt. takes P. 

14. Q. B. to Q. second square 

15. K. Kt. to adv. K. B. second 

square and checks 

16. Kt. to adv. Q. third square 

and checks 

17. Q* to adv. K. square and 

checks 

18. K. Kt. to adv. K. B. second 

sq. and checkmates. 


dFortg.fourtj) ©ante. 


WHIT*. 

1. K. B. P. two squares * 

2. P. takes P. 

3. K. Kt. P. one square 

4. K. Kt. to K. B. third sq. 

5. Q. Kt. to Q. B. third sq. 

6. K. P. two squares 

7. Q. P. two squares 


BLACK. 

1. K. P. two squares f 

2. Q. to adv. K. R. fourth sq. 

and checks 

3. Q. to adv. K. fourth sq. 

4. Q. Kt. to Q. B. third sq. 

5. Q. to K. B. fourth sq. 

6. Q. to K. third square 

7. Q. to K. second square 


• This method of opening the game is very unusual and should not bo 
adopted. 

♦ Black should play Q. P. two squares. 
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9 - 

10 . 


WHITE. 

Q. B. to adv. K. Kt. fourth 
square 

Q. R. P. one square 


BLACK. 

8. Q. to adv. Q. Kt. fourth 

square * * * § 

9. Q. takes Q. Kt. P.f 


Q. Kt. to Q. R. fourth square and wins the Q. 


QUEEN’S GAMBIT. 

JFortg'fifti) ffiame. 


1. Q. P. two squares 

2. Q. B. P. two squares 

3. K. P. one square J 

4. Q. R. P. two squares 

5. Q. R. P. takes P. 

6. Q. to K. B. third square and 


1. Q. P. two squares 

2. P. takes P. 

3. Q. Kt. P. two squares § 

4. Q. B. P. one squire 

5. Q. B. P. takes P. 
wins the Q. R. || 


JFortg-sfxdj ©amt. 


1. Q. P. two squares 1. Q. P. two squares 

8. Q. B. P. two squares 2. Q. P. takes P. 

* K. B. P. one square is a better move. 

t If instead of taking the P. he play Q. to Q. R. fourth square, by ad¬ 
vancing Q. Kt. P. two squares you will gain a piece. 

$ It is better to play this P. two squares. 

§ Black loses the game by this move; the Gambit Pawn cannot be 
successfully supported, he should have played K. P. two squares. 

|) Black may save Q. R. by playing Q. B. to Q. Kt. second square, or 
Q. Kt. to Q B. third square; he must, however, lose a piece. 

T 
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WHITE. 

3- K. P. two squares 

4. Q. R. P. two squares 

5. Q. R. P. takes P. 

6. Q. Kt. P. one square 

7. Q. Kt. P. takes P. 

8. Q. P. one square 

9. Q. Kt. to Q. second square 

10. K. P. takes P. 

11. Q. Kt. to its third square 

12. Q. B. P. one square 

13 . Q. to K. second square 

14. K. B. takes Q. 

15. K. B. to adv. Q. Kt. fourth 

square and checks 

16. Q. B* P. one square 

17. Q. B. to K. third square 

18. K. B. P. takes B. 

19. Q. P. one square 

20. Q. P. one square 

21. P. takes Q. B. 

22. K. B. takes Kt. 

23. R. takes Q. R. P. and will 


BLACK. 

3. Q. Kt. P. two squares * 

4. Q. B. P. one square 

5. P. takes P. 

6. Q.. R. P. two squares 

7. Q. Kt. P. one square 

8. K. P. one square 

9. K. P. takes P. 

10. K. B. to Q. B. fourth sq.f 

11. K. B. to Q. Kt. third sq. 

12. Q. to K. second square and 

checks 

13. Q. takes Q. 

14. K. B. to Q. square 

15. K. to K. B. square 

16. K. B. to Q. Kt. third sq. 

17. K. B. takes Q. B. 

18. K. Kt. to K. B. third sq. 

19. K. Kt. P. one square \ 

20. Q. B. takes P. 

21. Q. Kt. takes P. 

22. Kt. takes K. B. 


* Black loses the game by this move, he ought to have played K. P. 
two squares. 

t This is not well played; Q. Kt. to Q. second square is much better. 

X It would be better to play the Q. B. and afterwards the K. to his 
second square* 
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4Fottjj*jjebent& ffiamt. 


WHITE. 

1 . Q. P. two squares 

2 . Q. B. P. two squares 

3. Q. P. takes P. 

4. Q. to her second square 

5. Q. Kt. takes Q. 

6 . Kt. takes P. 

7 . Q. Kt to adv. Q. third sq. 

and checks 

8 . P. takes B. 

9 . K. B. P. one square 

10 . K. P. two squares 

* 1 . Q. Kt. P. one square 

12 . Q. B. to Q. R. third sq. 

13. Q. R. to Q. square 

14. K. B. to Q. B. fourth sq. 

16. K. Kt. P. one square 

16 . K. B. to adv. Q. fourth sq. 

17 . Q. B. to adv. Q. B. fourth sq. 

18. R. takes Q. B. 


BLACK. 

1 . Q. P. two squares 

2 . Q. B. P. two squares * 

3. Q. to Q. R. fourth square 

and checks f 

4. Q. takes Q. 

5. Q. P. takes P. 

6 . K. P. one square 

7 . K. B. takes Q. Kt. 

8 . K. Kt. to K. B. third sq. 

9 . K. castles 

10 . K. P. one square 

11 . R. to Q. square 

12 . K. Kt. to K. square 

13. Q. B. to K. third square J 

14. Q. B. to Q. second square 
16. Q. Kt. P. two squares 

16 . Q. B. to its third square. 

17 . Q. B. takes K. B. 

18. Q. Kt. to Q. second square 


* It is better to take the Pawn. 

t If, instead of this move. Black should take the P., White must check 
with the Q.; and if the Black play Q.Kt. to Q. second square, White must 
advance the P. on the Kt.; but if the Black play Q. or Q. B. to Q. second 
or Q. Kt to Q. B. third square, White must take the P. with the Q. and 
will have the best pf the game. 

t Q. Kt to Q. B. third square is better. 
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WHITE. BLACK. 

19- Q. Kt. P. one square 19 . Q. R. P. two squares * 

20 . Q. R. P. one square 20 . P. takes P. 

21 . P. takes P. 21 . R. to adv. Q. R. square and 

checks 

22 . K. to K. B. second square 22 . R. to adv. Q. B. square 

23. K. to K. Kt. second square 23. Kt. takes Q. B. 

24. P. takes Kt. 24. Q. Kt. P. one square 

25. K. Kt. to K. second square 25. Q. R. to adv. Q. B. second 

square 

26 . K. to K. B. second square 26 . P. to adv. Q. Kt. third sq. 

27. R. to Q. Kt. square 27 . P* to adv. Q. Kt. second sq. 

28. K. to his square 28. K. B. P. one square 

29 . K. to Q. square 29. R. to adv. Q. B. fourth sq. 

30. R. takes P. 30. K. to K. B. second square 

31. R. to adv. Q. Kt. second sq. 31. K. to his third square. 

and checks 

32. R. to adv. K. second square and checkmates; but if the Black 

had played K. to K. B. square. White would have advanced 
the P. one square, gaining the Kt. and the game. 

* It wouM be better to play Q. Kt. to its third square, and if White 
does not take the Kt. it should be played to adv. Q. B. fourth square. 
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THE BEST METHOD OF PLAYING PAWNS AND THE KING 
AT THE END OF THE GAME.* 


position of tf)c $ fetes- 



WHITE. BLACK. 

1. Q. R. P. two squares 1. K. to Q. second square 

2. Q. R. P. one square 2. K. to Q. B. third square 


• This situation, if well played, is a drawn game; the method of draw¬ 
ing it is for both players to keep one of the Pawns unmoved, for he who 
moves all his Pawns first will lose, because his adversary can gain the move 
by advancing the unmoved Pawn one or two squares. 
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WHITE. BLACK. 

3 . Q. B. P. two squares 3. K. R. P. two squares 

4. Q. Kt. P. two squares 4. K. Kt. P. two squares 

5 . K. to K. B. second square 5. K. B. P. two squares 

6 . K. to K. Kt. third square 6 . K. R. P. one sq. and checks 

7 . K. to K. R. third square 7. K. B. P. one square 

8 . K. to K. Kt. fourth square 8 . K. to Q. Kt. second square 

9 . Q. Kt. P. one square 9 . K. to Q. B. second square 

10 . Q.B.P. one square 10 . K. to Q. Kt. second square 

11 . Q. Kt. P. one square 11 . K. to Q.Kt square 

12 . Q. R. P. one square 12 . K. to Q. R. square 

13. Q. R. P. one square IS. K. to Q. Kt. second square 

14. Q.B.P. one sq. and checks 14. K. to Q. R. square 

15. Q. B. P. one square* 15. K. to Q. Kt. second square 

16. Q. R. P. one sq., becomes 16 . K. takes Q. 

a Q. and checks 

17 . Q. B. P. one square, becomes a Q. and checkmates. 
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ENDS OF GAMES. 


FIRST SITUATION. 

WHIT? TO MOTE, AND TO CHECKMATE IN FOUR MOTES. 


Vooitioit of tie fhecea. 



WHITE. BLACK. 

1. K. Kt. to adv. K. B. third sq. ' 1. K. Kt. P. one square 

2. Kt. to K. Kt. fourth square 2. K. to adv. K. R. square 

and checks 

3. K. to K. B. square 3* K. R. P. one square 

4. Kt. to K. B. second square and checkmates. 
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SECOND SITUATION. 

WHITE TO MOVE, AND TO CHECEMATE IN THREE MOVES. 


position of tfie Tfyizm. 



WHITE. BLACK. 

1. K. Kt. to adv. K. Kt. fourth 1. R. takes K. Kt. 

square and checks 

2. K. R. to adv. K. B. third 2. K. takes K. R. 

square and checks 

3. Q. R. to adv. Q. third square and checkmates. 
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THIRD SITUATION. 

WHITE TO MOVE AND TO CHECKMATE THE BLACK IN THREE MOVES, 
ON CONDITION OF PLAYING HIS PIECES ALTERNATELY. 


IP outturn of tfje pieces. 



WHITE. BLACK. 

1 . K. R. to K. B. square 1. K. to his square 

2. K. to adv. K. B. third sq. 2. K. to K. B. square*. 

3. Q. R. to adv. Q. square and checkmates.* 

• The checkmate may also be given by playing Q. R. to Q. square, 
then K. to adv. Q. third square, and afterwards checkmating with the K. R. 

v 
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FOURTH SITUATION. 

WHITE TO MOVE AND TO WIN. 

$o0ttum of tfje pieces. 


White must play in the following manner, for if he were to play dif¬ 
ferently, it would be a forced drawn game*, 

WHITE. BLACK. 

1. K. to K. B. fourth square 1. P. one square and becomes 

a Q. 

2. K. to K. Kt. third sq. and will checkmate in two moves 

• This is not strictly correct, for the White would win though he play 
the Q. to K. third square, or to adv. K. Kt. fourth square. 
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FIFTH SITUATION. 

WHITE TO MOVE, AND TO CHECKMATE IN FOUR MOVES. 


ftoottfon of tje pieces.* 



WHITE. BLACK. 

1. Q. Kt. to adv. K. B. second 1. K to K. third square 

square and checks 

2 . K. Kt. to adv. K. R. second 2 . K. to his second square 

square 

* Greco does not give the position of the White King! as he is of no 
use in effecting the checkmate. 
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WHITE. BULCK. 

3. Q. Kt. to adv. K. R. third 3. K. any where. 

square 

4. K. R. checkmates at K. fourth square.* 

t The checkmate may also be given in a similar manner by playing the 
K. Kt. to adv. Q. second square, then Q.Kt to4dv. Q. Kt second square* 
then K. Kt. to adv. Q. Kt. third square, and then checkmating with the 
Q.R. 


THE END. 


T, Miller , Printer, Noble Street, Chcapside. 


Digitiz t^ooQle 



Digitized by L^ooQle 



Digitized by t^ooQle 








